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Wren YOU MAKE THE MOST REALISTIC BASEBALL GAME EVER, NOT EVERY PLAYER IS GOING TO BE HAPPY. 


* Record your own in-game cheers and jeers * Test your reactions with the new dynamic leadoff system 
• Bring leagues online with live drafts & customizable schedules • Pitch with the advantage of twilight transitions 
e Franchise Mode now features 40-man roster • Perfect your game with Road To The Show’s new Practice Mode 
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It was a pretty easy call. Take 
the play, create, share doctrine 
that powered LittleBigPlanet's 
surge to stardom and blend it 
with kart racing. Race, create, 
share. Yeah, we're in. After its 
reveal at ЕЗ we knew you'd want 
more details on what start-up 
studio United Front was plan- 
ning, so we dispatched Teresa 
to eke out everything the team 
would reveal. The method of 
driving your kart around the 
landscape to form the track, 
and then painting on the sur- 
rounding environment in broad 
brushstrokes appears incredibly 
intuitive, and Teresa put that 
theory to the test. You can read 
her report starting on page 50. 
As we get so focused on the 
excitement surrounding the 
releases in the pipeline on 
PS3 it's easy to overlook the 





PlayStation 2's continuing posi- 
tion, and also its relevance to the 
games you're going to be play- 
ing in the coming months and 
years. We had Douglass Perry 
get out the genealogy charts and 
plot the relationship between 
some of the most influential 
games on PS2 and their bigger, 
better-looking PS3 brethren. Did 
we get it right? Let me know at 
PTOM_letters@futureus.com. 

No doubt it’s feeling better 
and better every month to be 
a PlayStation 3 owner. Right at 
press time Uncharted 2: Among 
Thieves scooped the coveted 
Game Critics Awards Best of 
Show from E3, beating out some 
really impressive competition. 
So the best game we saw out of 
all those hundreds in LA in June 
is only on PS3. You’ve got to be 
pleased with that. 
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A special contest this month. Courtesy of our friends at Warner 
Bros. | have 10 copies of the new Green Lantern animated movie, 
First Flight, on Blu-ray to give away. Featuring a quality voice cast 
including John Larroquette, Michael Madsen, and Tricia Helfer, the 
story focuses on Green Lantern's mentor, Sinestro, and a potentially 
devastating conspiracy. If you don't know the drill, just identify the 
movie that the quote at the top of the page is lifted from, and send it 
in an email, along with your full mailing address, to PTOM editore 


futureus.com with the words Ed 


Note September in the subject line. 


The winner of last month's contest, who identified the line from the 
great new Star Trek movie is Satnam Bains of San Jose, CA who will 


get a random Blu-ray movie from 
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our cupboard of goodness! 





Available on Blu-ray, DVD and 


On Demand on July 28, 2009. LIEFER 


www.GreenLanternDVD.com 
TM and © DC Comics 
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a FINAL 
E ANTASY XIV 
ONLINE 


Take two at a Final Fantasy MMORPG 





page 11 





page 12 


aise your hand if you or 
someone you know played 
Final Fantasy XI, Square 
page 14 Enix’s first Final Fantasy 
MMORPG. Okay, now raise your hand 
if you or your friends didn’t, at some 
point in the experience of playing that 
game, want to ram your controller 
page 15 (or mouse) down someone's throat? 
That's what we thought. For all its 
strengths, FFX/ was seriously flawed 
(see boxout). 
But now, Square Enix has a chance 
page 16 to build the persistent Final Fantasy $ ME сн 
universe that the ardent fanbase de- — — — 

3 SHE FFXI had airships that took you from city to city. But these flyers 
serves. Final Fantasy XIV Online is set are in battle. Does that mean FFXIV will have playable air combat? 
in a brand new world called Eorzea, 
and though some of the races and 
monsters will be siblings to the ones 
in FFXI, expect a good number of 
completely new critters. Taking inspira- 
tion from other popular MMORPGS. 
(*cough* World of Warcraft *cough"), 
the team is building FFX/V to be more 
page 19 balanced —some exploration, some 

battling, some solo play, and some 
group play. They've also mentioned an 
overhauled level-up system that's not 
based on experience...and a whole 
new job system. 

Okay, Square Enix, you've piqued 


our interest. Now, spill the details. The fibrous wings make this creature-thing look organic. But the 
metal fixings points to more mechanical origins. What could it be? 


page 18 





Final Fantasy XIV Online concent art. 


MMdoh 


The worst things 
about FFXI (Square, 
please fix these issues!) 


» Dying lost you a huge chunk 
of experience points—a 
four-hour session of grinding 
could leave you with less 
experience than when you 
started. How is that fair? 

» A perfect party was 
required, with the right roles 
and job classes, to perform 
even simple tasks. That 
meant hours of trying to find 
people to accompany you 
on a worm slaughtering fest. 

» The insane economy! 
Both the Japanese and U.S. 
versions were hosted on the 
same servers even though 
the Japanese version 
released a year earlier, 
which meant prices were 
highly inflated by the time 
we noobilicious English- 
speakers joined the fray. 


MMah yes! 


The best things about 
FFXI (please, please, 
please keep these!) 


» Quests and missions 
were involving and well- 
presented, side characters 
were engaging, and we 
loved how turning in quests. 
triggered cutscenes. The 
Star Onion Brigade quest 
line in Windurst was a fav. 

» The flexible job system 
allowed switching—say, 
from a tanking warrior to a 
magic-flingin' red mage— 
or add a sub-job to your 
main job. Your character 
wasn't chained to a single 
role, which allowed some 
freedom in making the 
persona unique. 

The skill chain system 
made teamwork feel vital 
and real. If a party had 
enough synergy (which 
meant they used macros 
or voice chat), they could 
perform weapons skills 
one after another with 
extremely precise timing, 
which activated a powerful 
bonus attack. Successfully 
executing multiple skill 
chains meant your party 
had mad talent. 


/ А 


à i УХ 
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he amiable Shu 
Yoshida has been a 
fixture in Sony's games 
division for years, 
and was recently head of U.S. 
development studios until his 
promotion to oversee worldwide 
development. With four plat- 
forms on the go—PlayStations 
3, 2, Portable, and Network— 
that’s a significant responsibil- 
ity. After the announcement 
of PSPgo, the revelation of 
the motion controller, not to 
mention the slew of ambitious 
first-party titles in the works, 
the PlayStation well is running 
deep. We talked to Yoshida 
about the challenges that still 
lay ahead, and the potential still 
to be tapped across the range 
of products you'll be playing for 
the next several years. 


PTOM: As we sit here three 
years into a 10-year cycle, 
what’s your overall feel of 
what’s been achieved so far, 
and are we where you envi- 
sioned we'd be at this point? 
From the content standpoint 
you can see from the games 
we’re releasing this year and 
next year that developers are 
getting much more comfortable 
with the hardware and taking 
more and more advantage of it. 
So | think we have come to the 
point that we’re now confident 
in saying that we meant what 
we said when we launched PS3 
that we had more hardware 
power [than other systems]. Оп 
the network side, we announced 
PlayStation Network with PS3, 
and obviously day one we didn’t 
have too much content and too 
many services, but every year 
we’re adding more and more 
content and our games are tak- 
ing more and more advantage of 
the network capabilities. 

So | almost feel like we’re in 
the launch year of PlayStation 3 
in terms of how we can differen- 
tiate it from the last generation. 
We're still at the starting point 
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and we're still adding to our 
install base and we're looking to 
expand our user base. And we 
just added the motion controller 
to help broaden our reach. 


Is there a particular strategy 

for the content on PSN, either 
casual or more features and 
functions to integrate social 
networking-style extras? 

Yes, the big thing is how to grow 
communities around games. | 
think LittleBigPlanet did a great 
job of connecting people not just 
sharing content, but when your 
friend posts something 
you get а notification, 
just like in Facebook or 
other social networks. 
So that’s an area мете 
very focused on, how 
to bring these features 
into our games. 


From a geography standpoint 
have you seen a shift in how 
developers are designing 
games across Japan, Europe, 
and North America? 

| think clearly it was the Japanese 
development community that 
struggled initially to get a handle 
on the technology [of the PS3]. 
Part of that is because of the 
successful portable market in 
Japan. І see games now coming 
out, like The Last Guardian, Gran 
Turismo, and Final Fantasy, the 
Japanese teams really embracing 
this technology, and being really 
able to achieve their visions. 


What were the overriding design 
decisions in what needed to be 
achieved with PSPgo? 

Two major things: One is the 
pure size of it. By removing the 
UMD we've been able to make it 
really portable. The other is the 
digital side. Since we announ- 
ced PSP there have been a lot 
of people who wanted game 
content on a memory stick to 
carry it, without carrying a lot 

of discs. So we tried to answer 
some of that with the network 


downloadable games, and 
converting some UMD games to 
download, but at the same time 
we realized that because of the 
form factor it’s not easy to carry 
PSP around. So that’s when we 
decided ме needed їо соте ир 
with this form factor. 


In a new PSP a lot of people 
were clamoring for a second 
analog stick. What’s the story? 
It was a big argument for and 
against for obvious reasons. 
Against it is that we don’t want 
to divide the platform, because 


so much content is already 
designed with one stick in mind. 
If we add a stick in the middle of 
the lifecycle, the creators have 
to make decisions on which 
platform to support. We’ve seen 
developers transfer second 
stick functions to buttons very 
successfully, so we didn’t want 
to stop that. 

When you make the stick 
available, because of the precise 
control it provides, it can make 
games [like Resistance Retribu- 
tion] pretty easy, so you have to 
tweak all the difficulty settings 
and Al, so it’s better to have the 
teams focus on just one platform. 


Do you have projections on 
what the drop in the price of 
the PSP toolkit will do for the 
volume of content appearing on 
the platform? 

The price drop of the develop- 
ment kit is closely related to the 
launch of PSPgo, because we 
want more and more indepen- 
dently produced content. There 
are a lot of small developers 
who are interested in working 
on PSP, but in talking to them 
the price of the hardware toolkit 
was one of the barriers. 
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Was it important to you person- 
ally that Gran Turismo appear 
on PSP? 

Absolutely! Personally, as a 
company, as a fan of the IP, yes! 
The team is good at focusing 
on one title at a time and with 
the PS3 version in development 
they had to make a decision to 
do a PSP game for this year. 

It was a big decision for them 
and they had to go beyond their 
comfort area, but they saw that 
it was important for them to 
support the platform. They have 


“I almost feel like we’re in the 
launch year of PlayStation 3...” 





\ surprised themselves how good 
NS Gran Turismo is on PSP. 


























Yes, over the last year we've had 
very, very focused effort between 
third and first party groups to 
produce and bring more content 
to PSP. Because of success 

of other platforms and other 
platforms available, third parties 
have reduced their amount of 
effort on PSP. But they have seen 
success on the platform, and 

I'm very happy that they've seen 
numbers go up. 






It's under discussion, but there 
are some technical challenges. 





Well, if you think about it, your 
DualShock controller is also 
Bluetooth, so it presents pos- 
sibilities to hook your PSPgo 

. to your TV and control it using 
the controller. Another use is to 
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connect your PSPgo to your cell 
phone so that it can become an 
always-on platform. 





Yes, camera technology has 
been a focus of Dr. Marks' R&D 
team since the early days of 
PS2. A camera by itself is great, 
using hands or body to control 
things, but it needed more preci- 
Sion, so it needed upgraded 
sensor technology, and it has 
much finer precision than we 
have in the Sixaxis controller. 





Obviously we're looking at the 
ease of use of the motion control- 
ler to attract a broader audience, 
but when we work with this new 
technology, because it's so pre- 
cise, we can see a lot of functions 
for more core gamers' games. 
Like а first-person shooter would 
be great, walking around a room, 
ducking апа hiding. We’re looking 
at all kinds of possibilities. 
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The motion controller dem- 
onstration at Sony’s E3 Press 
Conference in June was one 
of the highlights of the event 
and an impressive display of 
the technology's capabilities 
and its potential. 
While SCEA 
hasn’t yet 
allowed hands- 
on time with 
the prototype 
unit, PTOM 
did speak to 
Dr. Richard 
Marks, Sony’s R&D 
Manager for Special 
Projects, who’s heading up 
the controller’s development. 


PTOM: Will the initial batch 
of games that utilize the 
new motion controller be 
strictly first-party developed 
games? Or do third-party 
developers currently have 
access to the technology 
and development tools? 
Dr. Marks: No, not strictly 
first party. Our first-party 
group will, of course, be 
well represented at launch, 
but key third parties already 
have access to prototype 
hardware and software. 


Will games have to be 
specifically developed for 
the new controller or will its 
functionality be integrated 
(at least to some extent) in 
all future PS3 games? 
Developers will choose an 
appropriate control scheme 
for new games, and they 
may choose to support 
several modes of control, 

so that the games can be 
played, for example, either 
using the motion controller 
or the DualShock 3. We want 
to provide as much flexibility 
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ON THE 


MOVE 


Sony's new PS3 Motion 


Controller aims to keep the 
competition well in hand 


as possible for our game 
developers to be creative. 


Is there any capability or 
application of the new 
controller that you find par- 
- ticularly tantalizing? 
What do you con- 
sider particularly 
“cool” and look 
forward to see- 
ing implement- 
ed in a game? 
There are many! 
l especially like 
how it feels as a 
sword, a wand, a gun, or 
a pen. It tracks very fast, and 
it gives such intuitive control 
that | think it will breathe new 
life into many well-established 
game genres. The new control- 
ler’s high-precision embedded 
sensors detect the sensitive 
movements of the hands and 
with the combination of PSeye 
which tracks the sphere on the 
controller, the position of the 
controller in real-life 3D space 
can also be precisely detected. 
Our PS3 developers already 
have a good jump on exciting 
ways to use the new capabili- 
ties, so | know to expect great 
gaming experiences from them 
soon. Sports, action, puzzle, 
RPG, RTS, FPS; | suppose to 
be fair, I’m just going to have 
to play them all. 

But of course, being a 
researcher, | get most excited 
about the crazy new things it 
will enable, and the guys in 
my group have a long list of 
intriguing new ideas to try out. 
One of my favorites reveals 
my childhood ambition to be a 
magician when 1 grew up. The 
idea is to use augmented real- 
ity (mixed graphics and video) 
and real-time special-effects 
technology to enable your 


own personal magic show. 
The new controller makes for 
a great magic wand, and the 
PSeye can detect and track 
faces in the live video, and the 
PSeye mic array can be used 
for speech recognition. With 
anew magic trick download- 
able every month, I think 
there is no limit to the fun that 
would be possible. 


The new controller seems 

їо occupy a middle ground 
between Nintendo’s control 
system and Microsoft's 
Project Natal—offering more 
precise тойоп control 
capabilities while still retain- 
ing an actual physical control 
interface. Is this an accurate 
assessment and what design. 
successes and failures led 
you to take this approach? 
We learned a lot from our 
experience creating EyeToy. 
We learned that while people 
definitely enjoy physical inter- 
action and movement, they 
also want precise control and 
a simple, fast, reliable way to 
trigger actions. We designed 
our motion control system to 
accomplish all of this. 

We also learned from 
EyeToy the limitations for a 
camera-only interface. While 
there are definitely some ben- 
efits for a 3D camera, we did 
not feel it was the best solution 
for games. We looked very 
carefully down that path, and 
we chose to follow a different 
one. We believe the path we 
have chosen is not *a middle 
ground," but rather a superset. 
It is an ideal combination of 
both spatial and action/button 
input, and of course we can 
combine that with voice and 
video data from the PSeye mic 
array and camera. 
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R.D.S. Industries PS3 System 
Messenger Bag and Backpack 


MSRP: $59.99 (Messenger Bag); $49.99 (Backpack) 
Website: No URL available 


R.D.S. Industries’ line of officially 
licensed PS3 system bags come in two 
styles: a messenger bag or a backpack. 
While the messenger bag is a bit larger 
and roomier, both styles will swallow 
the console, up to four controllers, and 
requisite cords with ease. You won’t be 
able to carry your entire game collection, 
but you can squeeze in a couple games 
and accessories as well. The bags are 
nicely constructed, but the padding and 
hardware is better characterized as 
adequate rather than exceedingly robust. 





If the AfterGlow Pro isn’t the coolest controller you’ve ever seen, it can certainly 


^ lay claim to being the brightest. Available in hues of red, blue, green, and 
E ner g Izer P ower & P | а y white, the lighted wired PS3 controller lacks the wireless, rumble, and Sixaxis 
H capabilities of the DualShock 3, but makes up for it with a lower price point and 
С һ аг 9 in g 5 y 5 t em unique form factor. The main difference is the unit's compact size, which makes 
s PON it ideal for kids and players with small hands—simultaneous presses of multiple 
MSRP: $29.99 | Website: www.pd р:сот face buttons are particularly easy to execute. The L2 and R2 shoulder buttons 


also diverge from the standard controller design with а near-trigger shape that’s 
an ergonomic improvement, but it does take time getting used to the difference 
in rebound and increased travel compared to the L1 and R1 buttons. The six-foot 
cord can also be problematic if you sit a significant distance from your PS3. But 
while the AfterGlow may never replace your primary controllers, it is novel and 
you could read a book by its bright light. 


Charging systems may not be the sexiest peripherals, 
but they are among the most useful. Not only do they 
keep your controllers ready and charged for battle, 
they also offer a convenient storage place for 
them until your next gaming session. All 
the units we've previously tested (Nyko's 
Charge Base and dreamGEAR's Quad Dock) 
worked as advertised, but each had little 
idiosyncrasies that didn't quite match our 
personal preferences: the Nyko required 

а dongle that attached to the controller 
and the Quad Dock's four unit capacity 

is about two more than we usually need. 
But the Energizer Power & Play system 
matched our needs perfectly (your 

needs may differ). It features two snug 
clamps that securely hold controllers and 
two built-in USB ports to charge additional 
controllers via cable should the need arise. 
The stylish design is another plus, but by far the 
biggest improvement is the muted red and green 
glow the unit emits while working—much 

more preferable than the blinding LEDs sported by 
the competition. 
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jafertis | PSPgo looks gr8 will prob end 
up buying one but the price is way too high 
ATM hope it lowers closer to launch. 


adamantiee | | think it will be good 
for people who want to go pure digital 
downloads. | still like my old PSP with the 
UMDs, though. 


DrDane | | for one find the PSPgo one on 
the best reveals of E3! 


atgel319 | The PSPgo looks like a great 
new way to take people's $250. That said, 
I'm gonna buy 2, like | bought 2 PSP 
Slims... 


We asked SCEA about 
the future of UMDs. 
They responded that 
with the current 
PSP-3000 continuing 
to live alongside the 
new PSPgo, the UMD 
format remains a 

key component of 
their PSP strategy. 
Consumer research 
shows that many 
people still prefer 
purchasing games on 
tangible disc-based 
media, and they'll 
continue to serve 
this market 

segment. 







System Update | What you need to know 


uberlab the decision to omit the right 
analog stick again is lame...esp when the 
hardware form factor easily allows this. 


PaperCoversRyan. Very useful for those 
that are into digital media. But | personally 
feel indifferent. I'm happy with my 2000 
model. 


BlueHeeler75. 1 think the price needs to 
be more competitive to the DSi. The magic 
handheld price is under $175. 


gilehs | a handheld system for the 
hardcore gamer that has finally caught up 
with the tech of the 2nd half of this decade 
with DD [digital download]. 


а Ә 


It's official the PSPgo is a go! 
Twittering PTOM readers offer their 
initial reactions to the new portable 
system and its specs. 


bdabearsfan the key to the PSPgo will 
be sony's plan for existing UMD collections. 


Galvanise Excited about the PSPgo! 
It’s a bold move by Sony and a move 
I've wanted for a while. Couldn't be 
more chuffed. 


aodific | Even with the 16GB flash drive 
built in, the PSPgo should be less expensive 
due to the lack of UMD. | want physical 
games, not DLs. 

pixelpractioner | гт excited. But, PII 
reserve final judgment on hearing if the 
battery life is improved or just more of 
the same. 









PlayStationB Network 


BA 


SCEA states that the 
PSPgo will offer battery 
life similar to the 
PSP-3000—three to six 
hours for gameplay and 
three to five hours for 
video playback. 







PlayStation® Stc 
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SCEA is “currently evaluating” 
the opportunity to support 
existing PSP [and UMD media] 
owners who upgrade to the 
PSPgo; more details will be 
announced leading up to the 
PSPgo's launch in October. 


natalieroy- kind of excited for PSPgo, 
tho wont be convinced til i see the umd 
program. 


SensAzn Disappointed that it's missing 
a right analog stick, impressed that it's as 
small as 
an iphone. 


GotEmRunnin | nice tech; too much 
money at 249.99 when compared to whats 
out there, regardless of the IP’s and 
companies supporting it. 


Spekeishou Excited, but still 
too early. 


Follow the PTOM Twitter at 
Twitter.com/P TOM. 
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The buzz is likely to. 
be crazy when James 
Cameron's Next Big 
Thing lands in theaters 
this holiday. Little has 
been revealed so far 
es about the plot and 
m details, but both the 
movie and Ubisoft's 
2% attendant game will be 
presented in 3D. 

Huge alien creatures 
are the perfect vehicle 
for showcasing the 
3D technology. You 
just know you'll get 
ascene with one of 
them leaping straight 
at your face. Even if 
you're manning the 
mechanized armor (or 
Ampsuit), that Thanator 
beast should be all the 
scarier for being in 3D. 

We expect the 
Avatar game—being 
developed under 
Pentagon-like security 
at Ubisoft's Montreal 
HQ—to showcase a 
new depth level of 
immersiveness as 
we meander through 
its stylish, colorful 
environments with 
branches, leaves, and 
projectiles all reaching 
out from the screen to 
touch us. 
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blood, spit, and 
splatter пота 
Fight Night boxer’ 
pummeled face leaping off 
the screen? Will swinging _ < 


across deep chasms and^ » 


grappling along high ledge 





. in 3D induce as much.nausea 


as it does exhilaration? 

Like’ many of this summer's 
movie releases, Disney's 
G-Force movie is available 
for viewing in all-new 3D. It’s 
an impressive visual effect 
theoretically putting you right 
in the middle of each scene 
(and hopefully not scaring 
the bejeebus out of the kid- 
dies). The game (reviewed 
on page 80) lets you toggle 
the 3D effects on or off on 
any TV. 

3D-enhanced entertain- 
ment is here right now, and 


z. -aters;'So are you equipped? 





“Movie theaters are abuzz with theda 
. pushed by Hollywood, but 3B"interactiv 
à Your living, room ПШ montis ahead. IE you cts 2 ш 


big сн after the movie the- 





+ What you need to know 
about 3D gaming: 


> The only games likely to 
showcase 3D support in the 
next year are movie tie-ins 
where it’s a part of the big 
marketing push. 


> 3D images are basically an 
overlay of two images, each 
representing the input into 
an eye. 


> Virtually any TV can display 
a 3D image when it’s hooked 
up to a PS3 and you're wear- 
ing the supplied glasses. 


э SCEA tells us that none of 
their games in development 






M 


a 3D viewing opt ion. Р 





э Some DLP Tis: fi 


compatibility but that ey mad 


nology has been gradually 





‚ phased out as LCD/plasma 


prices drop: (but check your 
model number specs if you 
were an early adopter.) 


э Unless you're dropping 
A-list Hollywood superstar- 
like money you'll be wearing 
glasses to get your 3D for 
many, many years. 


э What is A-list Hollywood 
superstar money? Guess- 
timates start at around 
$25,000—the price tipped 
for the first autostereoscopic 
HDTVs as and when they 
begin hitting the market in 
the next few years. 
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Imagine this 
Thanator from 
Avatar leaping 

out of the screen 
straight at you. 





Wearing 3D specs, even 
the polarized-style that 
are preferable to the 
paper red-and-blue— 
lensed cheapies, is a 
major turn-off for many 
people intrigued by this oe 
whole 3D thing. Ld 

Autostereoscopic 
technology is the 
process by which you 
can see a 3D image 
without glasses from 
multiple viewing points 
in the room. Smart 
fellas figuring out the 
processes have written 
papers on the theory 
for the past couple of 
years, but it was late 
2008 when the first test 
TVs were produced to 
prove the concept. 

It could be as many 
as 10 years before 
the technology is 
perfected sufficiently 
for products to flood 
your local electronics 
emporium with new TV 
options (and it could 
be even longer before 
broadcast channels 
produce content to take 
advantage of the new 
technology). 








__ that captured the hearts 








| Station 2. Both games 


4 gameplay in unusual 





„шу eam ICOS new süre- 
P Tie classic probably 











, the 
developers uS crafted 
the beautifully simplistic 
Ico and Shadow of the 
Colossus for the Play- 





< Eventually, the boy will 
use the creature to solve 
PH puzzles. But 
the c a 





tu , as if it were 
a akedi animal. Регѕиааіпо 
it to do what you need will 
take patience and guile, not 
force. To get it to move to 
a certain spot, for example, 
you may have to toss a 
barrel to that spot, and the 
curious creature will chase 
the barrel. Perhaps then 
you can use the creature’s 
7 back as a stepping stone 
across a small chasm. You 
can use similar techniques 
to have the creature carry 
you through deep water or 
break open a wall for you. 





set straightforward, 
platforming-based 








locations—from a 
shadow-filled castle to 
the backs of colossi— 
and then through music, 
soft lighting, and light- 
handed storytelling, 
created experiences 












of gamers and critics 
alike. We expect The | 
Last Guardian to offer E i 
a similar experience... 
while making full use of 
the PS3’s high definition 
prowess. 







V It will center on the 





that’s called “Trico” in 
the Japanese version. 
At first, the creature 

















will be hostile toward \ You'll encounter enemies. We suspect the goal here 
the boy, but as the boy will be to sneak past ther stead of battling them. 
cares for the creature— But perhaps the creature, with its sharp talons, can 
feeding it, cleaning protect you. Then again, the creature might be afraid 
it, and playing with it, of the stone soldiers, too. It’s hard to know what an 
perhaps...their bond animal’s thinking. 

will deepen. 






4 The game has 


gr s! None of 
these screens are CG 
cutscenes. The Last 
Guardian will utilize 

a physics engine—a 
first for Team ICO—so 
expect impressive 
crumbling environ- 
ments. Oh, and see 
those feathers? 
They'll individually 
ruffle in the wind. 
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A SOLID FUTURE 


Metal Gear solid: Peace Walker 


Set between the events 
of Portable Ops and 
Metal Gear one, . 
Peace Walker shows 
an aging Big Boss’s 
bid for power against 
the Patriots. Heralded 
by Kojima Produc- 
tions as the Metal 
Gear saga’s “missing 
link,” MGS:PW brings 
Big Boss closer to his 
fated fight against a 
young Solid Snake. 
MGS:PW will likely 
update МС$5$:РО'$ 
unique use of the 
PSP's Wi-Fi receiver, 
letting players recruit DE 
playable soldiers from 
| 








































Wi-Fi hotspots. It also 
appears to offer more 
multiplayer modes — 
perhaps letting other 
players help you take 
down bosses from 
the offline game! Stay 
tuned to PTOM for 
updates on Big Boss's 
world tour! 








Raiden earned a few Internets' worth of fan- 
hatred when he stole Solid Snake’s stage in 
Metal Gear Solid 2. In MGS4, series director 
Hideo Kojima gave Raiden the Six Million Dollar 
Man treatment: “We can rebuild him—we have 
the technology!” Is it time for redemption? 


MGS4 redeemed Raiden from his role as 
sidekick and gave him all the badass cred he 
needs to man the Metal Gear helm. 


Worried that Super Raiden means the end 

of trademark MGS sneaking? Don’t be. 
Rising seems to take place some time after 
Raiden’s bionic makeover but before MGS4. 
Super Raiden Beta will be awesome—but likely 
not perfect. 


MGS4 ended Solid Snake's story while 

hinting at things left unsaid about Raiden's. 
Rising may shed light on Metal Gear history 
left open between MGS2 and MGS4, includ- 
ing Raiden’s work for Big Mama against the 
Patriots. 


Kojima fans can look forward to more tie-ins 

between the Metal Gear saga and Snatch- 
er. In MGS4, Raiden mentioned “Dr. Pettrovich 
Madnar,” the man who invented Snatcher’s 
menacing androids. Perhaps the good doctor 
and others from Kojima’s lesser-known games 
will play key roles in Rising. 


9q 0} LON SUCSESH AAI 





With Big Boss’s eye patch and his hobby of 

stealing warships, the MGS series has made 
a lot of hay for pirate-lovers. Raiden’s side-story 
throws ninja fans a bone. 


MGS ОП DS N Relive Solid Snake’s PS Debut 


Buisiy s,uapiey јподе pauuuung 
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Solid Snake may thrive on stealth, 
but there was nothing stealthy 
about his PlayStation debut over 
10 years ago. Metal Gear Solid 
was a landmark hit for the con- 
sole, and it’s finally download- 
able for PS3 owners through the 
PlayStation Network. There are 
plenty of reasons to grab it—to 
buff up on PlayStation history, to 
see Solid Snake’s first leap into 
3D, and (of course) to play a great 
game. Whether уоите digging 


into MGS one for the first time 

or sneaking down memory lane, 
here are some old school strate- 
gies to keep your skills as sharp 
as young Snake’s. (Slight spoilers 
follow, so read at your own risk!) 


> MGS one plays like а 2D game 
most of the time, but don’t over- 
rely on the radar. Press Snake 
against walls near corners to get 
a broader view of the area. 


> Press the Square button with 
the tip of your thumb to ready 
your gun, and then hold down the 
X button with your thumb’s base 
to run while shooting. 


~ Throw Chaff Grenades to briefly 
paralyze the Cyborg Ninja in 
Otacon’s lab. Don’t do this too 
often, or the ninja will begin fight- 
ing with his sword. 


+ When you meet Meryl after your 
first time through the wolves’ 
cave, punch her and equip the 
cardboard box. While she’d nor- 
mally deck Snake (and deserv- 
edly so), she'll call a cub over to 
pee on the box. The wolves won't 
attack if you equip that same box 
during later trips. 


~ During Snake's second fight 
against Sniper Wolf, hide behind 
the snow bank to the far right 

of the level. Equip the Nikita to 
defeat her with remote controlled 
missiles. 


~ During the fistfight with Liquid, 
tap the X button during his melee 
combos to duck his attacks. 


~ Once you've cleared MGS one, 
play Act 4 of MGS4. Reel at how 
far the PlayStation’s graphics 
have come. 
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Py £3 Scrapbook 
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| ey, do you remember waaay back 

a couple of months ago when ЕЗ 
y | happened? Well we do. And now 

| that we've got all of our real cover- 

age out of the way, we thought we'd share 
with you some of our favorite items that had 
nothing (or almost nothing) to do with the 
games that we saw. Enjoy! 






i Bros. 
Were Re asa ета 
Gi d booth for show"t a 
T EN | Arkham Asylum. Unfortunately, no test drives. 
to e ! 
" z 


A geek-oriented convention wouldn't be complete The Ecto-t wasn't the only awesome Ghostbusters 
without the Ghostbusters’ Есїо-1. Not pictured: the | promotion on hand. Check out this giant Stay Putt 
films’ theme song blaring over and over again. Marshmallow Mian. Terrifying or delicious? 


iferno's 

arketing 

blasphemy? Мо, 
stunt to generat 


Harmonix 8 H ۴ H x 
T up th З ес Я ۶ : 
Hall foyer €T Up this neat little б | м, N. 
could play ee А anyone with Pride, m South i А j я 
nd. What? Not ютеп ч 
z cool enough? 
„how about The Beatles: Rock Band on the roof of 
a fancy LA hotel then? Complete with a random 
guest appearance by McLovin from Superbad. 
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KONAMI, 

ASSOCIATE PRODUCER 
^| had a studio 
close while ! was 
making a game... 
Climax Group's 
Santa Monica 
studio. | was 
working on some 
projects there 
when they had to 
shut it down." 
Our take: You 
win, Simon. 
Losing your job 
is about as big 
as disasters get. 


THE BURNING QUESTION 


This month, we asked: 


BIOWARE, LEAD DESIGNER 

^| was working on Jade Empire. In the course of building the 
story, we had this kind of basic premise of the way the world 
worked... We're doing it for months. At this point, a new guy 
comes on the team. He's kind of the elder statesman of the 
writing department. He comes in and he's like, ‘So, has anyone 
ever wondered why the dragons do that?' And it all came down 
like a house of cards. It was one month of scrambling. We 
suddenly had to rework about a third of the fundamental rules 
and laws of the entire cosmology governing Jade Empire." 
Our take: Wait, what was “that”? We missed something... 


SOE SEATTLE, CREATIVE DIRECTOR 
“On previous [MMO] games I’ve been on, we've had some disasters where the 
servers have gone down and we haven't been able to talk to the community, 
= or we don't know what's going wrong and we've got to get it working in 24 
hours and we're calling people in to get it working. But as much as those are 
ч disasters, those are kind of also some of the more exciting parts about your 
job because you're trying to solve that problem as fast as possible." 
Our take: The Internet is a fickle mistress indeed, Matt. 





^ 


ZIPPER INTERACTIVE, 

VICE PRESIDENT 
“Probably one of the 
most interesting is, one 
of our early titles ended 
up getting shipped on 
disc with audio only. 
So there was no game. 
In the boxes, they just 
got a disc of audio. It 
was one of our early 
PC games: Top Gun. 
Fortunately, it wasn't 
our problem, but it was 
the biggest disaster | 
have seen." 

Our take: Well at 
least people got to 
listen to the classic 
Top Gun theme! 





All the other stuff that delights the PTOM staff and distracts us from our work— 
or the stuff we have to pretend we're interested in so people think we have real lives 


Jack in the Box | Food | Varies 

Marketing genius like the Jack in the Box commercials deserves support. Not that the healthy- 
eating contingent at PTOM Towers are on-board with too much fast food, but Jack deserves 
success because the entire marketing campaign over the past several months is so damn 
entertaining. That chipmunk-sounding ditty for the mini-sirloin burgers is just brilliant and 
backed up by the buffalo chicken wing dance. Like we need an excuse to go for burgers, but 
this put Jack on the map for us. And Rob’s a sucker for catchy Chipmunk-style ditty-dom. 


Cold Stone Creamery Ice Cream Cake | Dessert | $29.95 (Large Round) 

In theory, Roger is against the whole idea of Ice Cream Cakes because he doesn't quite 
understand why putting the ice cream inside the cake should make it cost twice as 
much as it should be. In practice, and when someone else is picking up the tab, it’s 
“Damn the convictions and full speed ahead!” to his tummy. And Cold Stone’s cakes 
are the best of breed because they contain Roger's favorite ice cream flavor: the 
disturbingly unmanly sounding Sweet Cream. 


Squash | Sport| Free 

Fast food to healthy activities. This is how we stay in the good graces of our significant 
others who advise against the former and encourage to the point of nagging about 

the latter. We get plenty of exercise in the boxing ring, on the diamond, around Pebble 
Beach, and more...but virtually, care of Fight Night Round 4, MLB 09: The Show, and 
Tiger Woods PGA Tour 10. In 2003, Forbes magazine (the money-focused mag for people 
who are or want to be very rich) named squash the healthiest sport you could play. Odd 
source, but Rob will take it as his exercise of choice. Doesn’t really show, frankly. 


Final Fantasy VII: Advent Children Complete (Japanese version) | Blu-ray | ¥5,900 

On her last trip to Japan, Teresa snapped up a copy of Advent Children Complete (the one 
with the FFXIII demo inside). The English dubs were surprisingly pleasant, and the new 
content gave the film a whole new spin. It actually makes sense now! It’s awesome. 

Get it. (The demo’s great, too, and works on U.S.-spec PS3s.) 


The Menzingers | Band | $12.75 (for their debut album) 

“That sounds exactly like this one Menzingers song.” “What?” “That thing you wrote... 
it sounds like a song by The Menzingers.” “Show me.” And sure enough, Scott’s friend 
was right. But in the process of crushing Scott’s hopes and dreams, Scott’s buddy 
inadvertently introduced him to this substantially awesome pop punk band from good 
old Scranton, Pennsylvania. Pick up “A Lesson in the Abuse of Information Technology” 
to check them out for yourselves! 


SIVA 
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Meomi.com | Website | Free 

While researching Urban Vinyl culture for the cover story this month, Teresa 
stumbled upon this virtual design studio. The design aesthetic is “oddball 
cutesy,” with big-eyed critters, mini-pixel monsters, and quirky animations. 
That penguin is now Teresa’s buddy (icon)! 





Kiva.org | Micro-lending Website | Depends on how much you loan 

Poverty begets poverty. It's an unfortunate truth and a harsh reality that people 
Stuck in impoverished communities must face on a daily basis. But Scott says we 
can help...and it won't cost a dime. Kiva.org is a non-profit micro-finance website 
that allows you to directly loan an amount of your choosing to an entrepreneur 

in an economically challenged part of the world. Your money will allow them to 
start and grow a business that will benefit not just the individual, but their entire 
community. And of course, your loan will eventually be repaid in full—which is 
more than you can say if you lend Roger a quarter! 


Deep Space Bass: Toonami | CD | $39.99 on eBay 

Long out of print, “Deep Space Bass” was released in 2001, as the official 
soundtrack to Cartoon Network's action TV block Toonami. Carlos the Intern 
covets the CD because it brings back good memories of watching cartoons and 
he can apparently afford paying exorbitant prices for rare CDs even though 

we only pay him in coffee. Carlos says check out http://www.youtube.com/ 
watch?v-CIHhrOSOdAU for a sample of the kickass music. 


Muno | Monster | Free with Yo Gabba Gabba! 

Thanks to Roger’s toddler daughter’s disturbing addiction to the TV show Yo 
Gabba Gabba!, Roger too has become obsessed. His favorite monster? The very 
orange Muno who can seriously shred on guitar. His favorite Gabba song? The 
life-affirming “Think happy thoughts, happy thoughts... That's what you gotta 
do!” while his daughter favors the more resolute, “Keep trying, keep trying... 
Don't give up, never give up!” We're totally serious. 


Coffee | Beverage | Free 

There was a time ages ago when interns actually got paid for working on our mags. 
But then, we discovered that if we pumped them full of caffeine, they no longer 
cared whether they got paid or not. We've been pumping Carlos the Intern full of 
"free" coffee ever since he started working here. We especially like getting him all 
juiced up and releasing him to the freeway for his ride home. Ahhh, good times. 
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Blu-ray Central 


Eclectic is the word of the month boys and girls. Eclectic. Good word 
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PRICE: RATED: 


| MOVIE | One of the best shows on TV 
just keeps getting better. Weeds takes a 
darker turn and hits a different location 
in Season 4, but is still spot on as one 
of the most daring and consistently 
great comedy/dramas on any network. 
Lionsgate does their usual exceptional 
job of transferring the show to Blu-ray 
with great picture quality and an 
exceedingly good 7.1 soundtrack. If 
you're of legal viewing age and not 
watching every episode of this gem, 
shame on you. After all, it's one of the 
only shows that's completely Blu. 





| EXTRAS | Plenty of usually interesting 
commentaries for a variety of the episodes, along with a wide array of 
featurettes that are a mixed bag of quality. 





MOVIE 
EXTRAS 























PRICE: RATED: 


| MOVIE | Pushis no Jumper, and 
we mean that in a good way. 
Ignored at theaters, the movie 
deserves to find an audience at home 

with this gorgeous pressing. It's the story of a ragtag group of 
psychically endowed sexy people on the run from a shadowy 
government organization that seeks to use them as weapons. 
Taking place entirely in Hong Kong, the labyrinthine plot teeters 
on the brink of crushing itself a bit too often, and if anything, 
the movie is overstylized in spots, yet its creative use of super- 
powers and excellent cast keep the story moving fast enough 
that it's hard to care. 





| EXTRAS | Deleted scenes and decent cast and crew commentary for fans, and a surprisingly 
interesting featurette on the legitimacy of psychic powers. 





MOVIE 
EXTRAS 

















PRICE: RATED: 


| MOVIE | It's far too easy to 
dismiss Knowing. After all, it is the 
second Nick Cage movie about 
predicting the future. Surprisingly, 
Knowing is nothing whatsoever 
like Next. Directed by Dark City-auteur, Alex Proyas, this is an 
amazingly complex and intelligent sci-fi thriller that will leave 
you with plenty to think about and discuss. The movie deftly 
and dangerously plays with the overlap of religion and science 
through what's essentially an apocalypse story, but Proyas’ 
style is clear throughout. If you want something that’s very 
different from any recent thriller, this is it. 





| EXTRAS | Though the two featurettes are pretty standard stuff, the commentary with Proyas is insight- 
ful and worth checking out after you've seen the movie. He talks so much that he can't quite get to all 
the topics that would benefit from elaboration, but provides plenty of insight into his views on the story. 





MOVIE 
EXTRAS 


















































PRICE: RATED: 


| MOVIE | Ah, date night... It's been slow lately in the romantic 
comedy department, which gives this one a slight leg up. 
Also, it's nice to see a romantic comedy revolving around 
someone with rather severe mental illnesses—in this case, 
obsessive compulsive disorders and depression—even if the 
lead character is incredibly hard to take. Thankfully, the lovely 
Isla Fisher (the shopaholic) is surrounded by great characters 
providing enough laughs to get through. The movie is surpris- 
д | ingly focused on slapstick humor as well, which 

B | doesn’t hurt. 


AS IND on 





| EXTRAS | Bloopers, deleted scenes, music 
videos, and featurettes about fashion. Guys, 


but you won't. 
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EXTRAS 











PRICE: RATED: 


| MOVIE | The latest attempt at bringing а tweener fantasy 
novel to the cinema is a surprising rally cry about the unsung 
dangers of reading. Er...wait, no, it's about Brendan Fraser's 
career being further relegated to the kiddie pool. This story 
of a guy named Mo who can bring story characters to life 

by reading aloud and the problems that ensue is harmless 
and charming enough, though adults will find Mo a mostly 
bone-headed wonder. The kids won't care as his daughter 
is, of course, smart, pretty, and clearly raising her single dad. 
Hurrah for clichés. 


| EXTRAS | Plenty of entertaining content for the target 

audience of tweeners and teens, including a bizarre 
and spontaneous story creation bit from the cast and 
crew. Overall, it’s interesting enough to keep the kids 
browsing for a while. 





MOVIE 
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PRICE: $22.99 RATED: PG 


MOVIE | Apparently, in France, they like to disturb their children. /gor was already likely to screw 
up your young’uns, but this cross-Europe production is even harder to understand. It looks just like 
a videogame. The fantasy landscape is made up of floating orbs and islands, collapsing platforms, 
bizarre character designs, and bug-eyed monsters, Sadly, it plays out like a videogame, too. The 
tale of a young girl who hires two con-artist dragon hunters to rescue her uncle’s kingdom isn’t 
exactly original, but it is surprisingly harsh, violent, and really dark in spots. Like a standard CG 
flick on LSD, it will leave adults vaguely amused and confused, and their kids with nightmares. 





5 | Aside from a strange interview with the equally strange 
Forest Whitaker, who provides the voice of the hero, there are only а 
couple slide shows of the characters, monsters, and locations. 
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The Cell 2 


PRICE: 535.99 RATED: R 


| MOVIE | Look, no matter what you've heard, The Cell is a completely underrated horror master- 
piece. It was a movie of stunning, disturbing visual style that makes standard serial killer movies 
look positively boring. The sequel, which has no relation to the original beyond the name, is a 
complete piece of crap. Written, acted, and directed like a third-string TV cop show, it's the story 
of a psychic looking for a killer named the "Cusp" who kills his victims in creative ways only to 
resuscitate them so he can do it again. If the plot and characters weren't so inane that might have 
been passable. The psychic visions look like a disco train wreck and this 
straight-to-video sequel needs to crawl back under a rock. 


Asingle featurette—and not a particularly good one. 
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The International 
i PRICE: $39.95 RATED: R 


INTERNATIONAL i | MOVIE | The International is a solid thriller on contempo- 


rary issues—a bank trying to take over arms dealing in 
warring third-world nations—with a great cast, and some 
truly amazing action sequences. Unfortunately, much of 
the movie is slow and talky. Clive Owen always makes a watchable 

hero, but the movie spends too much time trying to make its righteous point. If you don’t mind the 
uneven pacing, there’s plenty of great action here, making it a solid rental. 





EXTRAS | The sporadic commentary is dry, if insightful, but the PiP feature covers the whole movie 
with cast and crew commentary and behind the scenes info. There are several making-of featurettes 
that provide more background for the great locations of the film, and a collection of deleted scenes. 
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Ee aga (e) Highlights from some of the most inspiring sports movies released in the past couple of months. 


Seahiscuit 


For, er, Jockeys... 
Seabiscuit looks and 
sounds great on Blu-ray, and is one of the 

^. most entertaining stories (based on the 
brilliant book, based on the inspiring true 
events) about a boy and his horse you'll find. 


Miracle 











For hockey fans! Decent video and powerful 
sound help this Blu-ray release about a great 
moment in sports history that 
you might not be old enough 
SS | to remember. A truly amazing 
Y 084 2684 | story, wonderfully told. 





Cinderalla Man 


For Pugilists! We would have picked Raging 
Bull (which is also amazing in HD) as the title 
|| contender, but the topic is 
- inspiring stories... This is a 
great boxing movie, with a 
beautiful transfer to Blu. 


The Greatest Game 
Ever Played 


For Golfers! A beautiful period piece on 
Blu-ray, but damned if it’s nearly impossible 
to make golf look exciting no matter how 
many weird camera angles and 
cuts of inspiring music they use. 





Jason D'Aprile hates ta watch and play sports, yet loves sports movies. Go figure. 
Questions? Problems? Advice? E-mail him at РТОМ Bluray&futureus.com. 














a 2 s have banded 
together to respond to the murder of one of 
their own. They soon uncover a sinister plot that 
puts all of humanity in grave danger. The heroes 
must fight to stop the impending doom only to 
find themselves a target for annihilation. 

Yes, PTOM is giving you a chance to win one 
of 10... that's right, 70 copies of the brand-new 
Watchmen movie, coming to Blu-ray on July 
21st. The Blu-ray disc even includes a digital 
сору so you can download a version for your 
on-the-go viewing pleasure. 

All you need to do is send an email to PTOM - 
WATCHMEN@futureus.com with the words Who 
Watches the Watchmen? in the subject line. 
One entry per email address only please (rules 
below, we'll throw out you multiple-entry spam- 
mers. And note that the movie is rated R, which 
means you have to be over 18 to enter! Yeah, 
them's the rules.) 

There, that was easy. We'll print the winners 
in our December 2009 issue. 


WATCHMEN and all related characters and elements 

are trademarks of and O DC Comics. 

Smiley Logo: TM The Smiley Company 

€ 2009 Warner Bros. Entertainment Inc., Paramount Pictures 
Corporation, and Legendary Pictures. All Rights Reserved. 
http://watchmenmovie.warnerbros.com/ 


No purchase is necessary to win. One entry per person. Entries 
must be received no later than 5:30PM PST on August 25, 2009. 
The winners will be chosen on or about August 26, 2009, and will 
be notified by email (or regular mail). The odds of winning depend 
upon the number of entries received. The sponsor of the contest 
is Future US, Inc. (“Future US”), 4000 Shoreline Court, Suite 400, 
South San Francisco, CA 94080. Ten prizes will be awarded. Each 
prize consists of one copy of Watchmen Blu-ray with a retail value 
of $35.99 each. Winners will be determined by a single random 
drawing of all valid entries. This contest is open to legal residents 
ofthe United States only, excluding Rhode Island and Puerto Rico. 
Entrants must be at least 18 years of age. For a complete list of 
rules go to www.playstationthemagazine.com/officialrules 
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Blood and Gore 
Intense Violence 
Strong Language 


KILLZONE.COM 









ainment Inc. The PlayStation Network logo is a service mark of Sony Computer Entertainment Inc. Killzone is 
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From your first step off the landing craft, you're thrown into 
the most intense battle of your life. Facing an overwhelming 
enemy on their own toxic planet, this is war at its best. And 


worst. And it's only possible on the PLAYSTATION® system. 


Only On PlayStation. 
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Dragon Age: Origins 


5 ^ A 
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Remember to pack a moral COMPASS PS3 AVAILABLE: October GENRE: RPG PUBLISHER: Electronic Arts DEVELOPER: BioWare 


What makes us think this Canadian-based 
company will do the RPG genre justice? PC 
gamers can tell you: BioWare has one of the 
handsomest RPG legacies around. From the 
Baldur's Gate series to Star Wars: Knights of 
the Old Republic, from Neverwinter Nights 
to Mass Effect, BioWare knows how to 

spin a yarn that sucks players in. Dragon 
Age: Origins is BioWare's first foray onto 
the PS3, and we expect nothing less than 
perfection. No pressure or anything, guys. 
Just remember: you've only got one chance 
to make a first impression. 
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ur demands really aren’t 

that lofty. We just want to 

go on an epic adventure— 
one where our story choices 
matter, where we'll build tangible 
relationships with thoroughly 
fleshed out characters, where 
magic-steeped combat will chal- 
lenge our critical thinking, where 
events are tailored around the 
characters we've developed, and 
where choice is king and delivers 
truly emotional consequences. We 
want a game to make us seethe, 
and swoon, and cry. See? Not lofty 
at all. Yet why haven't we encoun- 
tered a single RPG on the PS3 that 
meets those requirements? 


Finally, we have a target in our 
sights with the potential to deliver 
all the above. Dragon Age: Origins 
promises to realize those demands, 
starting with a rich roster of char- 
acters and a personalized storyline. 
This, folks, could be the RPG we've 
been waiting for. 


The story is set in a world threat- 
ened by Blights, dark periods 
where darkspawn (read: diseased 
monsters) rally under an Arch- 
demon to invade civilization. You 
begin the main campaign by joining 
the Grey Wardens, an ancient orga- 
nization that battles the darkspawn. 
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But there's a problem: it's been 
centuries since the last Blight and 
the general populous has forgotten 
the danger. They consider the Grey 
Wardens outdated, and thus, the 
organization's members are few. 
Then there's the even bigger 
problem: a new Blight has begun 
but no one believes it. It's up to you 
to search the land for allies and 
build an army strong enough to 
fend off the potential slaughter. 
That's the overarching story. But 
your path to its conclusion will be 
anything but linear. It'll be rife with 
moral choices that affect future 
events. For example, when you 
decide to enlist some wandering 





This is a parallel universe in Dragon 
Age: Origins called “the Fade.” It's 

a dream world, of sorts, and mages 
venture within to obtain their powers. 
But beware of demons... 


elves to join your army, they 
strike a deal: they'll join if you 
get rid of the werewolves that 
have been attacking them. You 
could kill the werewolves...or you 
could hear their side of the story. 
Turns out, these supernatural 
beings were once human, and this 
racial conflict goes back centuries. 
You see, the werewolves' human 
ancestors once kidnapped, raped, 
and then killed one of the elves' 
ancestors, and the elves cursed the 
humans and turned them into were- 
wolves. And now, generations later, 
these once-human werewolves 
want your help. 

What to do? Who's right and 


who's wrong? Which side do you 
favor? Which choice will help you 
build a better army to combat the 
Blight? And how does your person- 


al background cloud your vision? 
(See the Story Behind the Story 
Sidebar to learn about character 
origins.) We'll reveal this: it won't 
be easy to decide and your choices 
will have tangible, oftentimes 
graphic consequences... 


Your party make-up will be just 

as complicated. Throughout the 
game, you'll run into several NPCs 
that can join your band, including 

a ferocious war dog, a mysterious 
enchantress, and a racist, evangeli- 
cal giant. Just like you, these guys 
have their own backgrounds and 
agendas, and they may not always 
get along. Each choice you make— 
such as whether to help the elves or 
werewolves—can affect what they 
think of you. 

If they like your choices, it'll be 
reflected in an Approval meter. With 
high enough Approval, that party 
member will earn special battle 
boosts and you could even unlock 
special character side-quests (not 
to mention start romantic relation- 
ships, but be wary of love triangles). 
Conversely, if a party member 
dislikes your choices, they might 
leave your party forever (yikes!) or 
even start attacking you. 


PlayStation. The Official Magazine 





September 2009 | 25 





Previews | | $ оок | Hands-On | In-Depth 
Фф. 








эй 


(ei T 
(m > 


Dwarf Commoner You're 
‘the lapdog of a local crime lord, a 
nobody, a scumbag criminal. But 
suddenly, you're thrown into the 

limelight and have to decide 

whether to behave honorably 


or corruptly... 


Dwarf Noble On'the night you're to 
be commissioned as a commander of 
the dwarven army, you kill your brother. 
Though politicians wanting to 
tarnish your father’s reputation 


Dalish Elf The Dalish refuse to be subjugated 
like the city elves, so they wander, wildly chasing 
the culture and knowledge of their noble past. 
But one day, you find a dangerous relic from 
the very past you've been pursuing, 
and that relic is powerful. And, 

> perhaps, evil. 


tricked you into it, you're 
exiled. 


Stories Behind-The Story 


You've played gamés with multiple endings. Here's a game that also 
offers multiple beginnings. Pick one of six different identities—you'll still 
be able to customize your character's looks, gender, and job class to your 
liking—and hop into your character's “origin story." 

Through the intensely personal events that unfold during the first 
several hours and the difficult choices you face, you'll enter the main 
story campaign with an established emotional connection with 
your character. He (or she) will have regrets, blood enemies, 
and a secret, personal agenda to pursue, and these events 
will be the lens through which your character sees 
and interacts with the main campaign. It's like 
playing a character creation mini-RPG that 

~ will affect how the core story 


17 progresses. 


& 


Human Noble Yourfatheris king. On \ 
the night before your family is headed 
for war, he's betrayed. As a royal 
figure trained in both diplomacy 
and war, what's your role in 
these events? 


City Elf In this universe, elves are second-class 
citizens. On the day of your wedding, a human lord 
demands to have his way (he calls it “privilege”) 
with the bride (which is you, if you play a 
female). You can imagine how 
that goes down. 
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Mage Using magical powers is à dol 
sword. Mages channel their abilities from a dream- 
like world called “The Fade,” but the demons that 
reside in that world try to seduce and corrupt 
mages’ souls. If successful, those demons 
could rain disaster upon the world. Thus, 
mages are kept under strict watch. You 
begin the game by undergoing a 
test with а demon. 


In battle, you'll control one of four party 
members (the rest will be Al-controlled) 
and can switch between them on the fly. 
You'll be able to participate in the battle 
in one (or all) of three ways: 

First, you can play it like an action- 
adventure game: run up, position yourself 
wisely, and tap on hot-keyed spells or 

skills, and attack. Just keep in mind 
that this is an input-based RPG, so 
you'll have to wait for each skill to 
execute before you can activate 
the next. It'll feel chunkier than 
an action game. 

Second, for finer control, 
pause the game at any time, 
queue up commands (up 

to one command per party 
member), unpause, and watch 
the characters perform the 
attacks you queued, then pause 
again to line up another set. Great for 
setting up spell combos, like having one 
mage cast a Grease spell (which makes 
enemies slip and fall) and another cast a 
Fire spell, which sets the grease on fire. 
Devastating. 

Third, you can set Tactics for the 
Al-controlled party members, by setting 
up parameters and commands. This 
works like the gambit-system in FFXII. 
So you could tell your mage to heal any 
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party member who gets below 50-per- 
cent health, or command your rogue to 
automatically sneak up and backstab 
enemies standing solo. 

Put together, here's what we think 
battle could look like: you start out 
controlling an archer and shoot a few 
arrows to attract some enemies to your 
group. One of the enemies slugs you 
with a club, so your mage automatically 
heals you (thanks to Tactics). You switch 
to your warrior to position him up front, 
to absorb the hits. Then, you pause and 
queue up Cone of Cold with one mage 
(which freezes enemies) and Stone Fist 
with the other (an elemental rock attack). 
When you unpause, the two attacks 
form into a spell combo, and frozen en- 
emies shatter to pieces behind you while 
you run your warrior up to the next batch 
of enemies. Sounds incredible, but only 
if it works as well as it sounds. 

Dragon Age: Origins will be about 
choice. You'll decide how you want to 
battle. Through the 80 or so hours you 
spend immersed in the story, you'll decide 
who your characters become. You'll be 
emotionally invested. And though your 
experience might be vastly different from 
ours, we might both be equally passion- 
ate about the stories we've created. And 


that's what excites us. Teresa Dun 
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Lo rds of Shadow... 


Shades of Metal Gear? 


Y Gabriel's Combat 
Cross is apparently 
quite versatile —sort 
of like a medieval 
Swiss Army knife. 


PS3 AVAILABLE: 2010 GENRE: Action Adventure PUBLISHER: Konami DEVELOPER: Mercury Steam 


ith the news of Metal Gear 
Solid: Peace Maker and 
Metal Gear Solid: Rising 


quickly expunging the notion that 
the vaunted series had come to an 
end, you'd think that Hideo Kojima 





would be satisfied with his slate of 
resurrection duties. Apparently not, 
as Konami's ЕЗ announcement of 
Kojima's involvement in the re-imag- 
ing of Castlevania instantly imbues 
the game with an air of intrigue. 

You may remember Konami 
announced Lords of Shadow (sans 
Castlevania tag) a year ago with 
a short teaser and some concept 
art. It stirred up a bit of interest, 
but it's amazing how slapping 
the Castlevania name in front of a 
game can generate such a feverish 
level of excitement. Kojima likens 
his involvement on the project to 
that of a midwife supporting the 
Madrid-based developer Mercury 
Steam, but however small, the name 
attachment reinvigorates a franchise 
that has plodded along steadily, but 
not made a significant jump into the 
next-generation. 


These screenshots reveal а 
startling amount of detail, but 
they can’t communicate the _ 
speed, fluidity, and ferocity of | 
the action. Lords of Shado! 
promises combat sequences: 
of epic scale апа proportion 

















Pulp fiction 

The story is like something out of a 
trashy fantasy novel. The three fac- 
tions of the evil Lords of Shadow are 
threatening the Earth’s existence, 
causing the souls of the dead to 
appear. The only salvation against 
the Lords’ army of psychotic 
monsters is Gabriel, a member of 
the Brotherhood of Light—an elite 
group of holy knights, whose wife 
was murdered. Her soul has been 
trapped, which is bad news for her 
but kind of decent for Gabriel since 
she acts as his guide while in limbo. 
Still with me? Good. It’s at least the 
sort of emotive story that fans of 
Castlevania and Kojima expect. 


Gabriel's weapon 

It's unclear how much the game 
has transformed since the Lords 

of Shadow premise was hitched to 
Castlevania's legacy, or the initial 
impact of Kojima's involvement, but 
one feature that still takes center 
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stage is Gabriel's Combat Cross 
weapon. This versatile gizmo can 
operate as an extendible chain 
for ranged attacks and to grab 
enemies, a nightstick-style melee 
weapon, and a close-range stab- 
bing tool. 

In truth, it looks and sounds very 
God of War-like, though not quite to 
the same slavish level of "inspira- 
tion" as Dante's Inferno. The puzzle 
elements put it in the same bracket 
as THQ's Darksiders: Wrath of War. 
There are really impressive boss 
battles against creatures such as 
trolls, spiders, frost giants, and 
werewolves, with some of these 
monsters filling the entire screen. 
The game looks less impressive and 
more like any other run-of-the-mill 
third-person hack-'em-up when 
Gabriel is up against regular smaller 
enemies, but it's still early. 

| like the idea of roaming around 
an open game world, yet with a 
strong focus on story and set pieces 
(again, much like in Darksiders). 


Southern Europe during the Middle 
Ages is comprised of snowy moun- 
tains, wastelands teeming with the 
undead, forests, catacombs, and 

of course, the odd Gothic castle or 
two. When the game was simply 

Lords of Shadow it was stated that 


Gabriel's powers could be improved 


by collecting dark artifacts, which 
may become a bigger feature now 
that the game is geared towards 
Castlevania fans. The image of the 
mask used to tease the game on 
Kojima's website before E3 is also 
intriguing, since this item enables 
you to bring the dead back to life. 


Konami has pulled out all the stops 
with a stellar voice cast as well. 
Gabriel is voiced by Robert Carlyle 
(Trainspotting, 28 Weeks Later), 
Natascha McElhone (Californication) 
plays Gabriel’s wife, Patrick Stewart 
(Star Trek: TNG) is the mysterious 
Zobek (and narrator of the first trail- 


er), and Jason Isaacs (Malfoy in Harry 


Potter) is in there too, presumably 
playing one of the Lords of Shadow. 


Over the next year it's going to be 


exciting to see how Kojima stamps 


his mark on the game (the cutscenes 


already drip with MGS-grade gravi- 
tas) as well as how it's re-imagined. 
Some of the Castlevania games in 


3D haven't really been up to scratch. 
This is one flagging franchise whose 


resurrection should be spectacular. 


Jonathan Todd 
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А History of Vampire Hunting 


The Castlevania series (Akumajo Dracula in Japan) spans 23 years, 
numerous gaming systems, and nearly 30 games. And almost every 
one of them involves (directly or indirectly) the Belmont family, a long 
line of whip-cracking vampire hunters tasked with fighting the undead 
armies of Count Dracula, who rises from the dead every 100 years (or 
whenever else the plot calls for it). The series has left some of its most 
notable marks on the PlayStation family of consoles, chronicled here 
for those who come to the franchise late: 


Night ) 
Widely considered а 2D masterpiece, 
Symphony completely changed the 
direction of the series from linear action 
to nonlinear exploration, and is the main 
reason why "Metroidvania" is now a word. 
Starring Dracula's son, Alucard, it featured 
tons of weapons, RPG-style progression, 
т B transformations, helpful monster sidekicks, 
(пела and an entire secret second half of the game. 
Uhronicies 
Ý Castlevania Chronic F 
Chronicles was a huge step back for 
Castlevania, but then, it was meant to 
be. A visually enhanced (but otherwise 
untouched) remake of the series’ first 
game, it focused on vampire hunter Simon 
Belmont and his quest to kill Dracula, 
Frankenstein, some mummies, hordes of 
skeletons, flying Medusa heads, and lesser 
monsters that inhabited Dracula’s hazard- 
filled castle. 


Е PlayStation! 


i; 


Lament wasn't the first 3D Castlevania, but 
it's arguably the best. Providing an origin 
story for the series, it stars Leon Belmont, 
a young Crusader out to rescue his lost love 
from a vampire (who isn’t Dracula), and 
focuses heavily on exploration and whip- 
centric, Devil May Cry-style action. 


iess (Р 


The follow-up to Lament, Curse told the story 
of Hector, a former Dracula henchman who 
fought with swords and summoned monsters 
called “Innocent Devils.” It was also widely 
greeted with apathy by fans, who roundly 
dissed its bland graphics and uninspired 
Dynasty Warriors-esque gameplay. 


On the surface a 3D remake (with 2D 
gameplay) of Dracula X: Rondo of Blood, 
prequel to Symphony and the one 
Castlevania game that had never previously 
come to the U.S., DXC finally gave fans the 
game they'd been pleading for for years. It 
also featured—as unlockable extras—the 
original 2D Rondo, as well as Symphony for 
good measure. Oh, and as a remake, it was 
pretty great. 
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N This is the premier, next-gen game links site, 
~ ALS. built for the community by the community. 
A . FileRadar not only puts the power of game file | 
4 distribution in your hands, but lets you | 
\ feedback to save everyone a load of time 
AN. ‚ АЧ and grief. It takes the power of a site like — 
Ne \. Digg and applies it to the most essential | 
i \ part of games you're either actually 

| playing or want to play: 
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There are millions of places Net-wide | 

to download from, and only FileRadar | 
umbrellas them all while empowering | 
/ / youto tell each other not only which 
// аге the best files to get, but what are 
` the fastest and easiest places to get 
/ them from. With a thriving community of 
d informed gamers all networked together 

to either be the first to playtest a hot new 

game or enhance the games they already love, 
how can you go wrong? 
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The world’s last survivors...killing each other 


PS3 AVAILABLE: GENRE: PUBLISHER: 


re we really that self-destruc- 
tive? Aboard a floating city, 
the Ark, in 2035 after contact 
has been lost with the mainland and 
assuming that the residents are 
the last remaining humans on the 
planet, factions and rivals turn 
it into a bullet- and bomb- 
fuelled battleground. Brink is 
already showing as a visually 
stylized, fast-paced action 
game in which you can switch 


DEVELOPER: $ 


character classes on the fly depend- 
ing on what's needed for the mission 
at hand and where the lines between 
single- and multiplayer are blurred 
to the point of being virtually irrele- 
vant. To get more of the details, 

we quizzed Ed Stern, Senior Game 
Designer at Splash Damage. 


By the time the player joins the 
game the main social friction is 
between those who were part of the 
original Ark project (the Founders, 
"Prof" technologists and engineers, 
and a small corporate security 
department) and the refugees 
(initially referred to, ironically, as 
“Guests”) who arrived en masse 

in the mid-2020s. The escalating 
tension between these two factions 
spills over into an outright civil war. 
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You earn XP all the time, from actions 
performed as any player class or in 
either faction. If you earn enough 

XP you can level up. Every time you 
level up, you can "purchase" one new 
ability. This new ability can be for any 
class, or it can be one of our class- 
agnostic skills, which means you'll be 
able to use the ability no matter what 
class you are at any time. Some abili- 
ties are traditional stat improvements 
(more speed, hit points, power, etc.) 
and some abilities are completely new 
items and actions you can perform. 


We're really keen to get away from a 
Manichean black-and-white schema. 
In real life, things are complex where 
no two people think exactly alike and 
everyone has their own opinions, 
beliefs, prejudices, suspicions and 
paranoia. Why should games be Hero 
vs. Ogre fairy tales? 

In Brink both factions have good 





reason to believe their worldview 

is correct and to be suspicious of 
their opponents' motivations. Both 
factions are also vulnerable to being 
manipulated by those who can pack- 
age the world in ways that appeal 

to their worldview. The Resistance 
believes they are fighting for justice 
and survival. The Security also 


believe they're fighting for the same 
thing. Nobody thinks of themselves 
as a terrorist or an unjustly oppres- 
sive thug, they always have their own 
reasons and justifications. 


How was the SMART [Smooth 
Movement Across Random Terrain] 
system of dynamic movement con- 
ceived and tweaked to be intuitive 
in play? 

We knew we wanted players to be 
much more mobile than in previous 
games. It just made no sense that 
you couldn't get over shoulder-high 
walls, or you could get over waist- 
high walls but not waist-height-plus- 
one-pixel-high walls. So we let the 
lighter body types get over them, 
and every other maneuver they'd be 
able to do in real life (plus 15-percent 
coolness factor). Aubrey Hesselgren, 
one of our Technical Designers, was 
a parkour runner in a previous life. 
He was delighted to strap a video 
camera to his head and plunge 

and bound about to examine how 
first-person agility can and can't be 
visually communicated. 

By the way, you can always time 
the jumps and ducks yourself. In fact, 
you'll move even more quickly and 
smartly if you do take the time and 


trouble to master your own jumps 
and ducks. But SMART lets players 
get into the game fast and without 
frustration so they can concentrate on 
making smart tactical choices rather 
than sweating about button presses. 


Mid-mission class changes gener- 
ate new roles for other players 
based on your change, how does 
that work in co-op, with other live 
players if people are changing ail 
around you. 

It's exactly the same whether the 
players are you, other humans, or Al- 
controlled. If you're knocked on your 
arse, incapacitated by a grenade, 
friendly Medics (both human and AI) 
will get a mission to revive you, and 
enemy Operatives will get a mission 
to interrogate you. If you get revived, 


Aside from human or Al-controlled 
characters you can also take mecha- 
nized units into combat zones, like 

this robot. That's the metal one in the 
middle, not the security guy on the left. 


the other revive and the interrogate 

missions disappear. If you get inter- 

rogated, the other interrogate and 

revive missions disappear. The num- 

ber of human players is immaterial. 
If a player changes class, obvi- 

ously their missions will change too. 

For example, if you're a Medic and 

your team's primary objective is to 

demolish a barrier, you're going to 

get the most XP from protect- 

ing the soldier who's trying to 

plant a demo charge on the 

barrier. If there is no one on 

your team who's a soldier, 

we'll bribe you with extra 

XP to change class to be 

that soldier. Hell, we'll even 

bribe you with XP to be the 

second player to switch to a 

Soldier. Rob Smith 
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The indispensable 
Ed Stern. 


Parkour-style movement 
in Brink should build on 
the fluidity of environment- 
hopping we saw in Mirror's 
Edge. Look up as you hit 
the SMART button and 
you'll jump at the target 
ledge in reach. Time look- 
ing down and you'll slide 
behind cover or under an 
obstacle. 


Y Let's guess: Global 
warming? Contact with 
land ended after Iran got 
the bomb, oil dried up, and 
the polar icecaps melted 
and flooded New York? 
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First Look 


Lombaxe 


PS3 AVAILABLE: Fall GENRE: Platformer PUBLISHER: SCEA DEVELOP 








2007's Ratchet & Clank Future: Tools of Destruc- 

tion claimed. And with its smooth platforming 
gameplay, wildly creative weapon arsenal, and 
sparkling graphics, the game was indeed impres- 
sive, but it didn’t quite feel up to the standards of a 
Pixar film, especially story-wise. 


| t's like playing a Pixar film." That's what fans of 


- 
But this time around, Insomniac's Creative IT т E 

Director Brian Allgeier promises a whole new level preme 

of finesse. "It picks up where Tools of Destruction ааш Ё 

and Quest for Booty left off. We're going to find out оозду 

why Clank was abducted [by the mysterious Zoni], i 


why Doctor Nefarious is behind it all, and answer 


some of the big questions that have come up in the 
franchise. This game.ywr; the story arc that r 
was started in Tools of Destruction.” 





But that's not all. Allgeier also promises a stron- " х 
ger emotional connection. "We want to add more . x LN 
touching moments into the game. With Tools of N С >, 
Destruction, we felt like we were able to make a м À 
game that looked like a CG animated movie. With b. 


this game, we want it to feel like one." And they 1 E 

plan to do so with the clever puzzles, lovingly И 

designed enemies, апа arsenal of gadgety good- p 

ness that's always been the hallmark of the series. 1 З 
Тегеѕа Пип р. 


NEW ENEMIES! | ms МИД 4 
Hydratanks 


To fight these three-headed robotic ә ^ 
tanks, you'll have to whittle away а » a 
third of their health, then use your 


wrench to tether onto one its fuses 
and tug. This causes a head to short 


ош and explode. They don't like that. h 





Agorian 

Beastriders 

These are the 

Agorians. And their 
beasts, which they 

ride. Hence the name. y. 
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Wickedly 
fun 
gadgets 


























Plasma Striker 

It's like a sniper rifle, but when 
you zoom in, Ratchet will be 
able to see enemies' weak 
points (pictured above). Hit 
those and you'll inflict extra 
damage! 


Sonic Erupter 

A weird frog-like creature 
that emits a mating call so 
horrendous that it actually 
damages enemies. If you time 
your attacks with the Sonic 
Erupter to the natural rhythm of 
the creature's calls, you can let 
loose extra powerful belches. 


Hover Boots 
These boots let Ratchet zoom 
around levels much more 
effectively. You can use them 
to jump off ramps or kick-off 
certain walls. These babies 
can be used anywhere on any 
level. Yes! 







Cryo Mines 

Toss these cool weapons to 
freeze enemies in place, which 
makes them perfect targets for 
the Plasma Striker. Cryo Mines 
also do a little bit of damage to 
the targets, too. 


SCREWING AROUND 
WITH TIME 


To escape his prison, Clank will have to manipulate time. Using a 
golden wand, he will “record” different versions of himself, one by one, 
as they step on various buttons to unlock doors. (Each version will be a 
different color to avoid confusion.) As puzzles become more complex, 
Clank will have to “re-record” himself and "layer" his actions. It sounds 
confusing, but Insomniac promises qhey’ll make it intuitive! 


Wear 













Battlebots 

These are bots built for 
battle. (Great name 
they've got.) Don’t be 
misled by their quirky | 
expressions. They're trying 
to kill you. 
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efront... 
afi on Firet Lonk 

Survival never goes out of style 


PS3 AVAILABLE: Summer 2010 GENRE: First-person Shooter PUBLISHER: THQ DEVELOPER: Kaos Studios 


ural Colorado, 2027. A small, 
elf-sufficient settlement is 
quietly being abandoned. 
"Pack what you need. We're not 
coming back here," calls a voice 
filled with anxious authority. But no 
one gets a chance. Shots ring out in 
the distance providing only enough 
time for an icy wave of panic to grip 
the camp before an army engulfs the 
settlement, plunging it into deadly 
chaos. The fight for survival begins... 
just moments before the demo ends. 
This atmosphere of desperation 
serves as the intriguing backdrop 
for Homefront. In the near future, a 
nuclear North Korea successfully 
invades the United States during 
a global energy crisis, leaving its 
Citizens to resist the occupation 
and defend their own existence by 
any means available. The "oil war" 
premise may not be new, but having 
to defend U.S. soil from a foreign in- 
vader...well, that's a bit more unique. 
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You play the role of resistance leader 
Connor Mason (who may or may 
not be related to Red Faction's Alec 
Mason), a man who is apparently pre- 
sumed dead at the start of the game. 
In fact, the demo actually opens with 
Mason waking up bleary-eyed in a Col- 
orado safe house. With little explana- 
tion of who Connor is or how he ended 
up unconscious in a Midwestern bed; 
a solemn soldier begins to lead him 
through the makeshift town. And that's 
when the trouble starts. 

As explosions begin to level the 
city, Connor is handed an assault 
rifle...and things get interesting ina 
hurry. The action feels like a healthy 
blend of Call of Duty 4 and.Killzone 2 
(but without all the gray and brown): 
the weaponry, movement, and shoot- 
ing mechanic are all roughly compa- 
rable; plus, you're totally immersed 
in chaos, with explosions and stray 
bullets ripping apart the environment 
and no HUD to distract you. 





Y See the jeep with 
the giant tires that’s 


monster-trucking that 
car? That's Goliath. 








The.cinematic action can be attrib- 
uted (at least in part) to Homefront's 
"drama engine," which, accord- 
ing to the developers, dynamically 
generates dramatic moments without 
removing the player from the action. 
Imagine if a scripted event adjusted 
to fit whatever you happened to be 
doing=like, say, if an exploding 
truck careened directly past you 
regardless of where you were 
standing—and you've got the 
general idea. 

Homefront’s other major 
device is Goliath, a robotic, weap- 
onized jeep that you can control with 
a laser designator. Just point, click, 
and wait for your “badass sidekick” 
to clear a path for you. Given that 
you'll always be outnumbered and 
outgunned, unmanned vehicles like 
Goliath will play an important role 
in your resistance efforts. For 
now, though, the invasion is a 
ways off. At ease, comrade. 

Scott Butterworth 
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COLLECTOR'S GUIDE 


= GEEK'S GUIDE TO MOVIES FOR YOUR PLAYSTATION < 
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BLU-RAY MOVIES 
COMICS VIDEO GAMES MONSTERS 
FANTASY/ADVENTURE CRIME 


PLUS: TO PROVE YOUR FANDOM 
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Jayden’s triptocaine addiction 
can flare at inopportune 
moments, like when he's 
trying to aim straight. 






FBI profiler 
Norman Jayden 
has to fight Mad 
Jack іп а scrap 
yard, barreling 
through a series 
of quick-time 
events to decide 
how well, or 

how painful the 
showdown with 
the mound of 
muscle becomes. 
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f, 3 
You'r 


PS3 AVAILABLE: GENRE: 


ournalist Madison Paige needs 

to get sexier. The club boss she 

needs to talk to isn't noticing her 
stilted shimmying on the dance floor. 
But he's clearly attracted to a bit of 
trashy in his ladies. With a killer on the 
loose, Paige needs answers, so she 
heads to the restroom to undo some 
blouse buttons, apply more eyeliner 
and lipstick, and tear a few inches from 
her skirt . More leg, more cleavage, 
more sexy...should do the trick. 


PUBLISHER: DEVELOPER: 


You'd be forgiven for thinking 
that even in a guaranteed M-rated 
cinematic adventure game that all 
those events would be presented as 
a cutscene. Wrong. You're control- 
ling it. Carefully sweeping the analog 
Stick to apply the eyeliner, picking 
the buttons to let loose, and yanking 
the Sixaxis controller to imitate a 
quick rip to the fabric of the skirt. 

Back on the dance floor, Paige's 
target's eye for the thigh catches her 
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racier look, and he invites her over. 
Now the scene becomes even more 
compelling. The club boss leads her 
to a back room where he instructs 
her to strip for him. For reals. And so 
she begins, with thoughts swirling 
around her head, each button press 
providing the *what would you do?" 
options that range from removing 
her blouse or skirt, to running away, 
to grabbing a nearby lamp to use as 
a weapon. 





Off comes the blouse. But he's more 
insistent. Next the skirt, and Madison 
Paige is standing in front of a gun- 
toting hood in her underwear. The 
thoughts—in game, that means the 
options available to you on how to 
react—are now swirling faster around 
her head, blurring and fading, rushing 
by as the adrenaline surges and she 
searches for the right move to make. 
To be clear, there is no “right” move, 
just options on your journey and you 
experience of this story. Though it 
wasn't actually shown in our demo, 
we know that you can go further, 
taking off the bra and—we've had 
confirmed from sources that saw a 
demo of the game in Europe— pants, 
too. That's full frontal nudity, folks 
(though SCEA is not confirming that 
those options will actually be avail- 
able in the final U.S. product). 
What's intriguing is how the game 
world and story will react based on 
your emotional response to the situ- 
ation. Maybe you're so offended by 
his suggestion that you immediately 
lunge for the lamp. What happens? 


Maybe you go all the way? Will 

the guy get so giddy he provides 
everything you need (but would you 
respect yourself in the morning?) Or 
he shoots you dead and Madison 
Paige's role in the search for the 
Origami Killer ends in a sleazy club 
back room. It's fascinating to think 
that each decision moment will lead 
down a very personal story path. We 
don't know for sure what will happen 
in any of those eventualities, but it's 
clear you're making your own deci- 
Sions for situations where you'll be 
telling your friends “did you see the 
bit when...?” and they have totally 
different responses. 

Whatever the case, this teaser 
taster, including an initial scene 
with a second playable character, 
Norman Jayden, an FBI profiler 
with a drug problem (harrumph), 
showcased inventive game controls 


that really shouldn’t be surprising Dum nu ü 
but also aren't easily described. It ШИН iv i 


seems for sure that the experience 
of Heavy Rain will truly be in the tell- 
ing of your own individual tale...and 
whether you choose to keep clothes 
on or sneak a peek. Rob Smith 
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~~ Time on-your.ha 


PS3 AVAILABLE: October GENRE: First-person shooter PUBLISHER: Activision DEVELOPER: Raven Software 


Y This is a parasite 

spawned by the 
original Katorga-12 
disaster. Cute, huh? 
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into the demo and I’m stuck under 

a staircase. No switches nearby; 
no exploding barrels in sight. So I 
take the only logical step: using the 
Time Management Device strapped 
to my wrist, | put a quick 60 years 
on the stairs and sure enough, they 
crumble under the weight of all that 
time. And once l've walked through 
the resulting rubble, | reverse the 
process, watch the steps rebuild 
themselves, and continue climbing 
towards my next destination. 

Of course, the TMD is just one 
of the many mind-melting temporal 


| t's a dead-end. Twenty seconds 


ү 


concepts at play on Katorga-12, a 
small Russian island that, during the 
early days of the Cold War, suffered a 
catastrophic accident that obliter- 
ated any conventional notion of time. 
The island jumps you between 1950 
and 2010 seemingly at random and 
certainly without your consent. It 
even occasionally drops you into 

the “Null Zone,” an area where you 
exist outside of time despite the fact 
that your physical location hasn’t 
changed (yeah, trippy). 

But beyond simply messing with 
your head, Singularity’s ambitious 
temporal antics affect everything from 
the story to the gameplay. At the top 
of those stairs, for instance, awaits 
an Echo Event: a moment from the 
past, frozen in time, forever replaying 
in a vaguely ethereal form similar to 
Jack’s visions in BioShock (a game 
that clearly influenced the develop- 
ers at Raven). Essentially, the events 
offer a glimpse into the past...but in 
real time. 

Time also plays a role in anum- 

ber of your puzzle-solving and 
Spetsnaz-wasting abilities. The 
Chrono-Light allows you to see 
objects that are “out of phase 
with time,” like a fuse for a 
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Above: an enemy out of phase with time. 
Below: a soldier protected by a bubble of 
frozen time. We swear it makes sense! 


mechanical door that’s trapped in 
the Null; Chrono-Stasis allows you 
to grab those objects but also lets 
you instantly freeze an object (like an 
incoming rocket) in time and hold it 
or throw it as you please; and Dead 
Locks are essentially time grenades 
that create a bubble of frozen time 
which you can then blow out to slow 
down your surroundings for a few 
precious seconds. 

In our hands-on time, all the 
potentially confusing elements 
actually gelled quite well. The team’s 
commitment to storytelling really 
shined through and the game world 
established its own uniquely creepy 
atmosphere. Plus, the gameplay 
already feels super solid. The 
shooting mechanics for the more 
conventional weapons like shotguns 
and pistols felt tight, but using time 
to take down enemies proved even 
more satisfying. Aging a bad guy into 
oblivion or using time to drop a build- 
ing on him or guiding a bullet in slow 
motion...just awesome. 

Scott Butterworth 
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Updates, sneak peeks, and works-in-progress: the Square Enix edition 





Dissidia Final Fantasy 


PSP AVAILABLE: August DEVELOPER: Sq 


e Enix 





Fighting 

WHAT IT IS: A fighting game that lets you pit Final Fantasy favorites against 
each other in eye-catching and interactive 3D arenas. It'll utilize a two- 
tiered battle system where you'll have to first collect "Brave Points" via 
attacks and then use those Brave Points to unleash devastating HP strikes. 
Collect crystals scattered around the arena to fill up a gauge that lets your 
character transform. 

WHY WE'RE INTRIGUED: You adore Cloud. | worship Sephiroth. The two of 
us can finally compete to see who's more powerful. The FF snobs out there 
can replace Cloud and Sephiroth with Terra and Kefka. 

WHAT'S NEW FOR THE NORTH AMERICAN VERSION: The battle system 

has been rebalanced with new abilities and attacks. More importantly, the 
developers have added a new Arcade mode. Previously, players could only 
battle with characters they’ve personally leveled up and customized. Now, 
you'll also have a host of pre-selected characters to battle with, like in a 
real arcade fighting game. 

WHAT'S MISSING: A Japanese voice track. English dubs only, guys. We're 
sad, too. Teresa 








PS3 AVAILABLE: 2010 DEVELOPER: cavia Inc. 


| Action-Adventure 

WHAT IT IS: A brand new franchise about a man 
named Nier seeking a cure for his sick daughter. A 
dark plague called the “Black Scrawl” has infected 
the world, and from what we saw, the world is left in 
a partially decrepit state. The story will be dark and 
rife with pain. 

WHY WE'RE INTRIGUED: According to the developers, 
nothing's as it seems in this strange new intellectual 
property. Every poster, every trailer, every demo... 
they've all been manipulated to deceive you. There are 
hidden messages beneath all the tiny details you see. 
Must. Find. Them! 

BOOK VERSUS SHADOWS: Nier is often seen with a 

| book that supposedly grants him mysterious abilities. 
Factor in that the enemies we saw Nier fighting looked 
| as if their bodies could have been made up of torn 

| pages and that the name of the world's affliction is 
"Black Scrawl," and you have to wonder just what 
magnitude of power words and ideas command in 
this world. Teresa 
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PS3 AVAILABLE: DEVELOPER: 


= Traditional Role-Playing Game 
The next big step in the Final Fantasy franchise. With two 
settings—the restrictive city of Cocoon and the prehistoric plains of Pulse—and 
an already compelling story about destiny clashing against human will, FFXIII is 
already shaping up to be as epic and convoluted as its predecessors. 
It's the first Final Fantasy game built for a next-gen console. 





It will be stunning. 

The traditional ATB bar will be split into slots so you 
won't have to wait for it to fill completely before inputting commands. Instead of MP, your spells 
and skills will require a set number of slots on the new ATB bar. To put it simply, you'll be fiddling 
with the menus, inputting commands, and watching those commands dynamically come to life in 
a way that's quicker, fresher, and more engaging than any previous Final Fantasytitle. Teresa 


PS3 AVAILABLE: DEVELOPER: 


Third-Person Shooter 

Combat action, but you don't take the reins of a rugged treasure 
hunter or a cardboard box-toting spy. Nope, this is a third-person shooter from the 
perspective of giant, laser-blasting mechs called wanzers. 

"Evolved" is not an understatement. The Front Mission 
series is known—and praised—for its strategy RPG gameplay. ..but now it's a third- 
person shooter? The idea came out of nowhere, and we're curious how it'll pan out. 

You'll have hundreds of choices when it comes to wanzer 
customization, from run speed to gun types. What we want to know is whether 
there's an option to paint your wanzer bright lavender. You know, to blend in with 


алш, т 
EVOLVED E 
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Afri ka First Look 


PS3 AVAILABLE: August GENRE: Photo Safari 
PUBLISHER: Natsume DEVELOPER: Rhino Studios 


It's no secret that people who are awesome (hopefully you, definitely us) occasionally 
enjoy programs on nature channels. Cheetahs chasing down antelopes, vultures circling 
their prey...it's fascinating stuff. In Afrika, you're a photographer traversing realistic 
African terrain to catch action shots of dozens of animal species—which all behave 
realistically enough to earn the stamp of approval from the National Geographic Society. 
You'll receive assignments to capture particular photos, upgrade and tweak your 
cameras so they're up to par, and eventually unlock videos and photos from the National 
Geographic archives. Some might call Afrika too tame and educational. We call those 
guys “gore-hungry brutes.” They've obviously never appreciated the cool but strangely 
elegant violence of a lion hunting down a zebra—one of many scenarios we expect 
Afrika will effectively convey. Teresa 








Warriors: Legends of Troy restock 


PS3 AVAILABLE: Spring 2010 GENRE: Action 
PUBLISHER: KOEI DEVELOPER: KOEI Canada 


For the first time, KOEI is creating a Dynasty Warriors game specifically for the Western audience. 
Well, sort of. It's more like a Dynasty Warriors offshoot. Legends of Troy will be set during the 
Trojan War, and you'll encounter the expected one-versus-many gameplay KOEI is known for. 
Except this time, instead of Chinese martial arts masters, you'll play as Greek and Trojan heroes, 
like Achilles. The plan is to throw in a dash of the supernatural (the gods played key roles in the 
Trojan War, after all), spice up the now-formulaic Warriors combat system, and include competitive 
and cooperative multiplayer elements. Then we'll see whether the Warriors franchise has what it 
takes to appeal to the Western mass market. Teresa 
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First Look 


PS3 AVAILABLE: Fall G PUBLISHER: 
DEVELOPER: 


Fifteen years before the events of the first Pirates of the Caribbean movie, there you were, 

an aspiring pirate awash in the Pirates’ universe of dark humor, mystical shenanigans, and 
strange adventures. At least that's the premise of the new Pirates of the Caribbean action 
RPG. Dan Tudge, vice president and general manager of Propaganda Games, hints at an open 
world with a deep character progression system, satisfying side quests, and combat on land 
and sea. It's not a bad foundation, but we've played the previous Pirates games, so we're 
skeptical. But Tudge reassures that the team's goal is "to finally create the game that the 
Pirates of the Caribbean universe deserves." Ay, we'll be the judge o' that when we do see 
more, matey. Teresa 


First Look 


PSP AVAILABLE: Fall GENRE: 
PUBLISHER: DEVELOPER: 


This is a reimagining of the original Silent Hill game, but with a twist. 
When you start the game, you'll take a psychological profile test with 
questions like “Have you ever cheated on a significant other?" and "Does 
having a drink help you relax?" Depending on your answers—and your 
subsequent gameplay choices—the game will subtly alter to offer you a 
tailored experience. It's the little things. Like wandering into a women's 
bathroom to discover a female character (who you'll meet again later) 
looking and behaving more seductively. But these small variations could 
create a uniquely horrifying journey that preys on your own personal 
fears. Or maybe we won't even notice it. Teresa 


PSP AVAILABLE: GENRE: 
PUBLISHER: DEVELOPER: 


It's Soulcalibur IV for the PSP. Wait, let's try that again: Holy crap, it's 
Soulcalibur IV for the PSP! Fans of the series' weapons-based combat will be 
thrilled to know that the game will be in no way diminished by its transition 
to a more portable platform. Broken Destiny not only plays exceptionally 
well—thanks to the retuned engine and rebalanced roster—but also retains 
SC IV's robust character customization options, offers ad hoc wireless 
multiplayer, and features a cast of 20 characters including...Kratos. Yes, 
that Kratos (which will hopefully make up for Darth Vader's absence). 

And though the Tower mode is gone, Namco reps did tease a new Campaign 
mode. Let's hope it involves Kratos kicking ass and taking names. Scott 
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| Quantum us 


PS3 AVAILABLE: ТВО 2010 GENRE 
PUBLISHER: Tecmo DEVELOPER: 








When it comes to creative weaponry, it’s pretty hard to top a hot sidekick that 
you can throw at your enemies to inflict instant death. But of course, that's 
just one move. For the majority of Quantum, hot sidekick Fillena (left) will 
actually function as an autonomous Al partner, fighting alongside grotesquely 
muscular hero Syd as they battle their way through a "living" tower—one of 
several that mysteriously emerged from the earth after the worldwide collapse 
of civilization. And naturally, Syd's got his own set of moves, most of which are 
based on an Uncharted-like cover system, which lets you attach to an object 
and then blind fire, lean to shoot, or quick dash to the next piece of cover... 
assuming the tower doesn't mutate and remove it in the process. Damn you, 
evil tower! Scott 


DE 
LL. Hands-On 






If you were paying attention to our August issue Update section, you're currently laughing to 
yourself about the "hands-on" tagline up there. Because you know that “feet-on” would be 

far more appropriate descriptor. That's right, RIDE comes with a full-size skateboard deck 
peripheral that controls all of your in-game actions: pull your foot past the side of the deck to 
move forward, turn by leaning side to side, slowly push down on the tail to manual or quickly to 
ollie, perform grabs by waving your hands in front of the sensors, and so on. We did have some 
difficulty adjusting to the oddly-physical new control system—which currently isn't as precise as 
hoped— but we still enjoyed wildly waving our appendages just to see what would happen. Now 
we just have to wait and see if Tony can land this new trick. Scott 
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PS3 AVAILABLE: GENRE: 
PUBLISHER: Capcom DEVELOPER: 


That's right, despite early indications that the game would be a 360 
exclusive, the sequel to Capcom's deep space shooter will indeed 
land on PS3. Ten years have passed and the icy remnants of the first 
game's setting have thawed to reveal lush jungles...and even more 
of those pesky Akrid insects (which, once again, managed to escape 
from Starship Troopers and invade Capcom's game), including 

the truly massive Kimono Dragon creature we had to tackle in our 
hands-on time. With the help of three other players, we traversed 

a tightly contained area, manned everything from rocket launchers 
to mini-mechs, and blew his six slimy legs off before entering his 
mouth to dismantle him from the inside. Epic! Scott 


First Look 


PS3 AVAILABLE: GENRE: НІ 
PUBLISHER: DEVELOPER: 


So apparently there’s a little-known genre of music called “Hip hop” 
that all the kids are listing to these days, and someone thought it 
might be a good idea to build a game around it. Crazy, right? It's 

a SingStar-style game that lets you rap along to over 100 modern 
and classic tracks while assessing your tune, timing, and accuracy. 
It also lets you record your performance using the PlayStation 

Eye and upload clips to the official website, where you can watch 
other wannabe-MCs’ performances and issue challenges for 
“asynchronous battles.” You can even lay down your own rhymes 
over pre-created beats in Freestyle mode. Who knows, maybe this 
game will finally put Hip hop on the map! Scott 


Hands-On 


PS3 AVAILABLE: Я 
PUBLISHER: DEVELOPER: 


With games devoted to megastars Metallica, Aerosmith, and Van Halen (coming soon), the Guitar Hero franchise set 
the bar for band-specific music games fairly high. So who did Harmonix get to front the first one band Rock Band? 
The Beatles. John, Paul, George, Ringo—the freakin' Beatles! The game includes 45 master tracks of the band's 
most beloved songs and loosely follows their legendary career—starting with authentic recreations of their most 
historic concerts and winding up in psychedelic “dreamscapes” that capture the band's later years recording at 
Abbey Road. It also introduces vocal harmonies and support for up to three mics. Singing harmonies is incredibly 
tricky, but the new songs (and slick new instruments) were a blast to play. Prepare for Beatlemania to sweep the 
country once again. Scott 
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ЕВ Previews | First Look | Hands-On | In-Depth 


First Look 


P53/PSP AVAILABLE: GENRE: 
PUBLISHER: LucasArts DEVELOPER: 


If you're in the demographic that considers every Star Wars movie in the 
new trilogy pretty much worthless, a) join the club, and b) you'll have 
missed the phenomenon of the Clone Wars cartoon series (and toys) that, 
when airing, holds the number one spot on the Cartoon Network, and in 
toy sales. The new game coming to PS3 and PSP takes advantage of ti 
relationship by tapping some art assets, along with story and writers, 
from the TV series. It also bridges the time between the end of season 
one, and season two which should just be kicking off. New villains, eight 
selectable Jedi, 10 Clones (six from the series and four new), as well as 
new planets blend into an action game where you're collecting, unlocking, 
and replaying sections. The action is frenetic, allowing you to jump on 
battle droids and control them, but then use them to defeat puzzles. It has 
a LEGO game vibe through its puzzle and third-person action segments, 
but its own unique style courtesy of the Clone Wars setting. The game 
looks on track to satisfy its big fan-base come ship time in the fall. Rob 


First Look 


PSP AVAILABLE: TBD GENRE: 
PUBLISHER: DEVELOPER: 


Did you know that the world is absolutely teeming with tiny 
monsters that are invisible to the naked eye? Oh, it’s totally 

true. Fortunately, a Sony scientist recently discovered that the 
PSP camera can detect these Pokémon-esque creatures just 
fine. You can use your PSP like a tracking device to find certain 
environmental cues—like, say, a particular color—that will 
cause a certaii izamal to appear when you put down the trap 
(a star-shaped piece of cardboard). It will appear on your screen 
in full 3D as if it's actually standing there; you can rotate the 
camera around it in real time and even interact with it. Better 
Still, you can capture, train, and battle the invizamals, often using 
unique physical interactions like blowing into the mic or casting a 
shadow over the trap. Gotta catch 'em all...or something. Scott 
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First Look 
PS3 AVAILABLE: ТВО GENRE: PUBLISHER: DEVELOPER: 


If you're taking on videogame football, you're taking on Madden. If you're taking on Madden you'd better bring 

it. After some two years in production to this point, Backbreaker brings football action down low with a camera 
that's more like at the eye level of the players. Distancing itself from Madden's TV-like presentation, the Natural 
Motion folks aim to evoke the power, hits, and athleticism found right on the line of scrimmage. Physics powered 
by the euphoria and morpheme engines decide whether a running back breaks a tackle or a stiff arm is effective. 
Each block, hit, and tackle is a dynamic physics-powered event. From the quarterback position, il 
one-button method to instigate hand-offs and throws, you hit the Left-trigger to engage focus that highlights 
receivers downfield, then tap or hold X to lob or bullet the pass (the system is still being tweaked so we can't 
say how intuitive its dynamic action will be in-game). On the line you'll see, in theory, the limb and torso impact 
of 300-plus pound linemen bashing the crap out of each other. Backbreaker has to overcome several significant 
obstacles to make an impact, like no NFL license (but fully customizable teams, players, uniforms, and logos), 
limited awareness leading up to its release, and that small matter of the Madden powerhouse. We wish 'em luck, 
the action is powerful and effective when the plan comes together, but it needs to be as easily playable as the 
team claims to give it a hope against one of the most dominant franchises in all videogame-dom. Rob 


Update 


PS3 AVAILABLE: GENRE: 
PUBLISHER: DEVELOPER: 


We got a brief taste of Predator gameplay 

a little while ago as the opening salvo of 

this three-pronged shooter attack that's 
rounded out by playing as the marines and 
aliens. Frankly it didn't fill us with any great 
anticipation with some clunky direction and 
arbitrary mission objectives that | figured 
would demean a proud predator. But the 
intrinsic terror of being a barely-armed rookie 
marine monitoring the inimitable ticking of 
the motion sensor is perfect gaming fodder. 
Your pulse rifle feels—and is—so lacking 
when facing a zenomorph armed with so many 
natural weapons, which plays with both your 
imagination and fear of bowel-based accidents. 
The marine experience is about tapping a depth 
of emotion that Rebellion is accustomed to 
plumbing having worked on the 1999 Aliens 
vs. Predator PC game, and its many variants. 
The Corporation is still colonizing new planets, 
and when predator remnants are found 
they're exhumed to reveal alien facehuggers. 
Time to send in the hapless marines, and 
when you're separated from your squad, it's 
bowel-irritation time. Rebellion’s own engine 
is designed to convey the dynamic shadows 
and creepy environments that blend impending 
doom gameplay with all-out squad-supported 
shootouts. So we're feeling better about the 
potential now, and await the revelation of the 
alien gameplay later this summer. Rob 


WAL ESCAAELD 
Ё ДР 
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PS3 | Available: 2010 | Genre: Kart racer (and so much more) | Publisher: SCEA | Developer: United Front Games bs 
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Everyone wants to be somebody. 
Here’s the good news: in ModNation Racers, you will be. 
You'll burst through the blank haze of anonymity and into 
the spotlight of superstardom. You won't just be 
another face in the PS3 crowd. No, your PSN ID will be 
recognized by PlayStation fans across the nation! William 
Ho, game designer of the 2010 kart racer, says, "Every 
feature in ModNation Racers speaks to that fantasy." 
Yes, gentleman and ladies, with ModNation Racers 
you race, as you create, as you share—taking a sig- 
nificant page from the LittleBigPlanet social integration 
playbook. You could be a PlayStation celebrity, whether 
as a creative force, a fierce driver, or just a social 
climber who knows all the right people. All it'll take to 
achieve that fame is a little work and inspiration. 


Driver Extraordinaire 


Socialite 





Kart Crafter 







Track Architect 


FEATURE 


A Skeletal Foundation 

To lay down a track, you'll need to pick a 
starting point anywhere on the level, then 
just start driving! You can go up, down, 
sideways, over previous sections of track 
(an overpass will build automatically), 
Super intuitive. Test and tweak to improve 
how it drives. ҖЫ, 


Danger! Danger! з 

Ah, the gameplay props. Throw in stompé 

(like the devastator shown), power-ups, 1 
barriers, exploding barrels, and more. This is 
a kart racer, after all, and it wouldn't be right 
if it weren't a bit over the top. 


Bring It Online 

Publishing your track isn't the end of the process. It's the 
beginning. Unless you lock it (selfish!), others can take your 
track and tweak it, adding in their own signature styles and 
then republishing it. Expect to hear more about a "history" 
system (so people will be able to see how tracks evolve 
and who's responsible for which changes) and а "royalty" 
system (so those who put in the most effort to make a track 
succeed will be rewarded). Intriguing. s 





The developers claimed that we'll be 
able to build pretty much anything, 
so here's what's on the PTOM staff's 


wish list. Adding Terrain 


A flat track is dull, so add 
flavor by creating bumps and 


ROB: Recreate Circuit de Monaco 
(a.k.a. the "Monte Carlo") 

ROGER: A Hot Wheels-style racetrack, 
with lots of loops and "jumps of death" 
SCOTT: A Guitar Hero note track 
(what....? Is Scott trying to be clever?) 
TERESA: Remake the river-horse flood 
scene from The Fellowship of the Ring 
(yeah, right), or a scenic leap across the 
Grand Canyon 


dips. It's easy. Pick a terrain 
“brush” and just “paint” it 
‘on! You can pick the size of 
your brush (it runs the gamut) 
and then tap lightly for gentle 


deformations or hold it down 
for extreme terrain scarring. 
You can “rewind” if you make 
amistake. 








LESS ree re te eo ae te one areal м аш шм 


More Props! 

Thé same way you “spray painted" trees, you. 
can also “spray” down entire villages! But if 
you're afraid this system is too clumsy, don’t 
be. I started to build a little flower garden 
behind this village, complete with rows of 
individually placed flowers (organized by color, 
of course), a small dirt path, and a tidy fence to 
box it all in. The point? You don’t have to spend 
more than 10 minutes to create an attractive, 
playable track, but you can. Oh, how you can. 


Visual Interest 


"Reverse" the tool that you used to create hills to carve 

out lakes instead. You'll be able to adjust the water level, 

and parts of your track will become bridges if you want to A 

build a lake underneath. You'll also be able to control the Props! 


eather, time of day, and cloud effects. Now it gets interesting. Just like the terrain, props are "painted" on, but think of it 
more like spray paint. See those trees? To add them, just select the Tree prop from 
the menu to the right, and then spray them next to the track! You can manually 
delete or move individual trees afterwards. The Sheep prop on the menu beneath 
the Tree prop works exactly the same way. 

You can paint props so they're automatically locked to the side of the track or 
paint them freely if, say, you want to build a landscape in the background or even 
directly on top of your track. 

Also, see the dirt textures on the.leftsid& of the screenshot? Terrain textures 
(both on and off the.track) are painted on in the same way. 





Driver Extraordinaire 


FEATURE 








E 


Beware of the stomper. 


You'll feel the rickety texture of 
these wooden planks. 


You'll have to follow a few 
rules when building your 
kart, like it has to have four 
wheels, a driver's seat, and 
an engine. But besides that, 
pretty much anything goes. 
You'll choose a body type, 
sprinkle it with paint (and 
intricate decals, which | don't 
think Рт supposed to know 
about yet), and pick details, 
like steering wheels, rims, 
and seat cushions. 


Kart Crafter 


"Steering Wheels 
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missile to light 
up the dusk. 

















Notice how the characters stare at each 
S SI icer, whe other? That type of responsive reaction 
e bun © г because you're is a key goal of the developers. 











4 Launcher + zeppelin + 
CN mischevious avatar? 
Impending explosion alert! 





Silly Seats 
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FEATURE 


“You start with a blank canvas," says Dan Sochan, 
producer. "Everyone's working with the same dimen- 
sions,” They call this base a “platform” and the 
figurine a “mod.” But from this base, the possibilities 
are supposedly endless. “It gives you some confines,” 
Sochan continues, “to push you to show your creativ- 
ity.” So | asked him to run me through the process, 
step by step, and show me how different the mods 
can actually be. 
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The mods all start with the 
same basic shape. 





Add facial features, and the 
characters start to come to 
life. Rotate, scale, and tweak 
the eyes, nose, mouth, etc. As a 
joke, | had Sochan blow out the mouth 
So it covered the mod's whole lower 
face. Looked cool, actually. | also saw 
mods with different colored eyes. 














Hair or helmet, already 
you can see the personali- 
ties of the mods emerg- 
ing. Everything is textured, 
and this whole time, the faces 
have been animating in a flipbook 
2D style. 


Add in a skin color or a 
Skin pattern. The best pat- 
terns | saw include a meat 
texture (so the mod looks 
like raw steak) and an intricately 
detailed texture with delicate, thin 
swirls of color (very artsy). 


Clothes make the mod, and 
these threads are 

textured and varied. With 
the decal system, you'll be 
able to take simple clothes and 
transform them into your own 
snazzy (or monstrous) creations. 
Upload them, and if others tweak 
your outfits, you'll be rewarded 
through the royalty system. 


Ta da! The finished 
product. If you want 

to adjust the colors, you 
can do so on one piece of 
clothing and then easily “stamp” 
it onto the rest of your outfit. 
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Socialite 


Not good at driving or confident about your creative 
Finding the Best Stuff skills? It’s okay. You can achieve fame just by know- 
When you're searching for tracks, ing the right mods...the ones who’re already stars. 

mods, and karts to download, what After all, it’s not what you know, but who. And social 


do you want to find? The best ones, climbing starts in the “hub.” 
of course! And the ones your friends 

made. When you meet people and think 

they have a fierce-lookin’ kart, you'll 

want to search for their creations, too. 

Somehow, ModNation Racers will make 

this happen via the hub system. 










Top of the List 

Instead of creating stuff, you may be able 
to earn a name for yourself purely through 
ranking other people's work. Maybe. 




















The “Hub” 
“Most games have a hub," 
Julian Beak, lead producer, 
says, "whether that's your 
Pause menu or Start screen. 
We have a hub design that 
will be a major portion of your 
overall game experience... 
But we can't show it to you 
right now." 

What the heck?! Humph, 
l'Il piece it together myself. 
To rub noses with the social 
elite and make a lot of friends, 
you'll probably have to chill 
in the hub. 





Hub Guess #2 

The Hub could be a racetrack. You'd hang 
Hub Guess #1 out on the bleachers and watch live races 
The Hub could be a whole neighborhood on custom created tracks. You could go to 
of garages. Each person gets their own, vendors to buy new gear. Who knows, maybe 
and inside, they can line up their karts you'd even be able to place virtual bets on 
and display their tracks like train sets. races and cheer for your favorite drivers! 
Your neighborhood would be populated 
automatically with new garages each day: 
the highest ranking, your PSN friends’, and 
people from recent races. Then, you would 
“lock” the ones you like and keep them 
permanently in your neighborhood. 


The inspiration behind the character creation 
system is the underground art/action figure 
movement called Urban Vinyl. Urbandictionary. 
com says the vinyl figurines “carry a graffiti artist 
sensibility.” But ModNation Racers’ avatars aren't 
the first time you've encountered the phenomenon, 
it's been in pop culture for a while... 

Kanye West's Graduation album cover was 
created by Takashi Murakami, a noted Urban 


Vinyl artist (among many, many other things). 
And the 2010 Winter Olympic mascots? They're 
also steeped in the Urban Vinyl culture! William 
Ho enthuses about collecting Urban Vinyl toys. 
“People crack open the box, rip open the foil, and 
think ‘what's in there?!’ We've taken that sense of 


ч Á wonder, of discovery, of thinking ‘what’s the next 
QUaTCHI miga cool look?’ and put it into our game." 
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‘DARK VOID 


Airtight Games 





er: Capcom 





a 


are: Action 


© 





PS3 





The aliens in. 


Mmm...creamy 
filling. 





ne stupid 

wrong turn 

is all it takes. 

When you're 

down on your 

luck, taking a 
shortcut and flying off the beaten 
path is just asking for trouble. But 
that doesn't stop cargo pilot Will 
from heading over the mythical 
Bermuda Triangle. What happens 
next? He's transported into the 
Void, an alternate dimension in 
which powerful aliens called the 
Watchers command stranded 
and oppressed humans. 

“The whole basis for the 











enemy, the Watchers, is rooted 
deeply in the mythology of many 
cultures,” says Jim Deal, presi- 
dent of Airtight Games, during a 
visit to his studio in Redmond, 
Washington. “We took the Watch- 
ers, the supposed reptilian race 
that came to Earth millions of 
years ago, and some say created 
human beings, and put them, 
and the conspiratorial and mythic 
ideas of the Bermuda Triangle, all 
in one place.” 

That place is Dark Void. 

Airtight set its game in the 
mid-1930s, and it begins when 
Will and his ex-girlfriend, Eva, 





HITCH A RIDE ON AN /NDIANA JONES-STYLE 
JETPACK ADVENTURE BY DOUGLASS C. PERRY 


safely crash-land their plane in 
unfamiliar territory. They quickly 
learn they’re not in Kansas any- 
more, illustrated by a landscape 
where the physics of our world 
clearly don’t apply. Futuristic 
spiral towers— built in vast rocky 
canyons — jut into the sky and 
navy ships, like the USS Cyclops 
collier that actually did mysteri- 
ously disappear in 1918, hang 
vertically on hillsides. 

Will and Eva's quest to escape 
the Void and return home be- 
comes slightly more challenging 
when they make the acquain- 





tance of inventor and engineer 
Nicola Tesla. "In real life, Tesla 
disappeared a few days before 
he was found dead," explains 
Capcom Senior Producer Morgan 
Gray. “So we postulate that 
disappearance is based on an 
experiment gone wrong, and he 
ends up transplanting himself 
into the Void.” Upon meeting 
Tesla, Will gets caught up in big- 
ger escape plans, which include 
not just returning himself and 

Eva home, but rescuing as many 
people as possible, using a Tesla- 
built ship called the Ark. Yes, the 
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DARK ORIGINS 


As Will and Eva 
venture deeper into 
the Void, reasonable, 
familiar environments 
like cliff faces, forests, 
and caverns disappear 
and alien structures 
replace them. 


“Dark Void started as another 
game with another publisher 
[THQ],” explains Jim Deal, 
Airtight Games’ president. “It 
was similar in functionality with 
flying and on-foot mechanics, 
but it had a grapple instead of 
a rocket pack. For whatever 
reason, they decided not to go 
forward with it. So we started 
shopping our game around and 
we landed with Capcom. Over 
the course of development, we 
made terrific changes to it. 

As we worked on it, Capcom 
said, ‘this is good, but there’s 
something missing.’ So we 
came back from that meeting 
and sat down and talked about 
it. When publishers say there is 
something missing, it might be 
that the art isn’t that good, or 
this or that isn’t good, but what 
they really meant is that it’s 
missing the big idea. And so, 
sitting in our studio at the big 
conference table, we all look at 
Jose Perez, our lead designer, 
and he turns white [laughs]. 

We thought about the ‘big 
idea’ for a while. One day Jose 
comes in, and he hadn't slept, 
and he starts scribbling on my 
whiteboard. He said, ‘We'll take 
the cover system and turn it on 
its side, vertically.’ Everybody 
agreed and loved it. Everybody 
got it immediately. So, we 
took flying—and remember, 
we made Crimson Skies—and 
we added on-foot action, and 
added all this stuff in between, 
and it felt really good. We threw 
out the IP we were working 
on and invented this one to 
support it. The dark void and 
Nicola Tesla all came after we 
got this core idea. So really, we 
invented a place that needed 
the vertical combat, jumping, 
and rocket packing we had 
developed.” 











narrative is pure pulp, but it’s 
inspired by the best, says Gray, 
from movies such as Indiana 
Jones to The Rocketeer to Star 
Wars: Episode | - The Phantom 
Menace, with its retro-futuristic 
themes and environments. 


PAT HEAD, RUB BELLY, 
SHOOT STRAIGHT 
Engaged and hopefully humored 
by the wild premise, Dark Void 
thrusts you into an imaginative 
action-adventure that folds flight 
combat and "vertical platform- 
ing" into the mix unlike any game 
before it. The narrative gently 
leads you into combat situa- 
tions, teaching the basics of the 
cover system, shooting, melee, 
weapon handling, and finally, air 
maneuverability. Incorporating 
air combat makes a significant 
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difference in how you'll explore 
and fight throughout its three 
episodes and 14 missions, and in 
our playtest, elicited feelings of 
playing Uncharted, but packing a 
Boba Fett-style jetpack. 

Using the pack is as simple 
as double-tapping the X button, 
but mastering it in combat is 
where Dark Void gets interesting. 
Most levels have a linear flow, 
designed with a healthy amount 
of vertical space shaping some 
unique combat options. Once 
you've overcome any poten- 
tial confusion with the control 
scheme you'll dart into cover 
from enemy fire, boost straight 
up into the air to launch an 
attack, and then slowly descend 
to land on your feet. 

For instance, the “Spare Parts” 
mission placed me in a series of 
grassy hillsides and cliffs where 
I pounded enemies with bullet 
fire from behind cover. When I 
learned there was a melee system, 
I rushed the aliens, grabbing them 
by pressing Circle on the PS3 
controller and enjoying a variety of 
brutal death-kill animations. Then | 
incorporated jetpack hovering, and 
rained a storm of grenades down 
on enemies. This is where things 
started getting really fun. When 
the enemy difficulty ramps up, 
the creative mix of combat grows 
increasingly challenging—and 
this is where Dark Void begins to 
distinguish itself. 





“We have levels where you 
could fly апа fight ground forces 
from the air, or you could get 
down іп the mud and get dirty — 
we never know which one you’re 
going to do,” said Gray. “Or, in 
the same space, there will be an 
aerial battle that leads to an infil- 
tration of ground forces, forcing 
you down on the ground to deal 
with that, to a re-introduction of 
aerial enemies to get you back 
into the air—all in the same spot. 
The goal is to keep the gameplay 


bouncing between air and ground 


on the fly.” 

“The way we like to think about 
it is more toolbox than sandbox,” 
explains Deal. “So you have a vari- 
ety of ways to do the same thing.” 


UP, DOWN, ALL AROUND 


The jetpack starts off as a simple 
but limited tool, enabling you 

to boost into the air (to cross 
canyons) and then hover down. 
However, at a certain progres- 
sion point you upgrade to a 
rocket pack. The rocket pack is 
equipped with dual machine guns 
(and limitless ammo), and enables 


you to increase speed with a time- 


limited boost function. You can 
go wherever and fly for as long 
you want. 

In one mixed combat mission, 1 
was equipped with a jetpack, flew 
off a mountain trail, and followed 
Tesla's instructions to attack 
a sleek alien bunker in space, 


RE S 


SE 


the goal being to infiltrate it and 
power down its energy sources. 
The camera changes dramati- 
cally between flying and hovering, 
transitioning from a behind-the- 
shoulder angle that tracks your 
horizontal movement as if you 
were a plane (or a guy witha 
rocket strapped to his back) to the 
vertical, standing-in-air hovering 
position. In a boss fight against a 
pulsing black and blue flying ser- 
pent—an exclusive reveal— you're 
encouraged to boost, hover, and 
fly in close to fire on the enemy. 
Once you master the rocket pack, 
levels that once required careful 
tactical approaches now encour- 
age wild daredevil-style behavior, 
such as rocket blasting straight 


into alien-filled bunkers, 

hurling grenades, grabbing 

and insta-killing enemies, 

picking up а widget ог turning off 
a switch, and then blasting your 
way out. 

Airtight is also experimenting 
with more radical gameplay 
design in Dark Void: vertical- 
style platforming. It takes 
traditional cover-based combat 
and stands it on its head, verti- 
cally. While traversing through 
the game's early grassy hills 
in search of energy cells, Will 
often reaches sections that 
appear to be dead-ends. By 
looking ир (or down), a series of 
navigable ledges appear, each 
one highlighted by a small icon. 


PlayStation. 


the physics-bending game, 
his hover pack will become a 
full-fledged rocket pack. 





А simple button press 

enables Will to jump safely 
from ledge to ledge, all of which 
seem peppered with aliens who 
hop behind cover or dart away 
as you approach. Close quarters 
combat allows a quick grab 
attack, enabling you to pull 
enemies from ledges and hurl 
them to their deaths, but the 
Watchers are equipped with 
increasingly powerful weapons 
that can just as easily blast you 
off the ledges to certain death. 

The combination of traditional 

ground combat, a fresh take on 
aerial combat, and the com- 
pletely new vertical traversing 
element gives Dark Void distinct 
gameplay qualities to stand 
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George Lucas' Indiana Jones 
series is an unmistakable 
influence on Dark Void. 
When asked who loves 

Indiana Jones at Airtight, 
Jim Deal laughs. *Who 
doesn't? He's huge in 
this studio." Capcom 
Senior Producer Morgan 
Gray added, “It’s the 
pulp vibe. Pulp and steam 
punk, everybody loves the 
stuff. There is something 
about the classic hero, 
the Doc Savage character, 
who is not a big muscle-clad 
space marine, but who is an 
uncommon guy in uncommon 
situations, and those stylistic 
principles are sweet. It’s the 
Drake vibe (from Uncharted: 
Drake’s Fortune), and in some 
ways it’s the Tomb Raider 
vibe—here is a non-superhero 
doing super things with a cool 
personality and the ability 
to be self-referential. From 
a visual aesthetic, Dark Void 
has that classic look, with 
inspirations from Indiana 
Jones, Rocketeer, and in 
some ways Star Wars: Episode 
1, with its depiction of very 
sparse, sterile, and clean 
future alien environments. 
And then, of course, we have 
the dream of making the very 
best Boba Fett game ever. 
[Laughs] Star Wars is a huge 
influence on our game too.” 


5s mixAce” 
at-like flight 


apart from its action game com- 
petition. Gray weighs in, “One 
of the goals of the IP is to stand 
apart visually, but from a pure 
game mechanic standpoint, it 
needs to carve out a space it can 
own. And obviously with nods to 
its influences, at least with the 
first game in the series, we want 
to set a high bar, take all this cool 
stuff, do it all at the same time, 
and be jetpack rad." 

Jetpack rad, indeed. E 
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i GRAND THEFT AUTO III 


r: Rockstar North (DMA). 


Take-Two Interactive : October 22, 2001 
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Crime movies from м, 
the '70s and '805 such 

as The Godfather one 

and II, Goodfellas, and 

Scarface were clear 

influences on GTA III. 


GAMES IT INFLUENCED 


| Driver } 


Saints Row |+ True Crime | | Scarface | | The Godíather 


Spider-Man 2 | 
| The Simpsons | | The Incredible 
Game | Hulk 





InFamous 


2009 


Station.. The Official Magazine 








HOW IT WAS INFLUENTIAL:. 
An unprecedented mature story- 
line, an anarchic approach to 

its own living, breathing society, 
and an enormous detailed world 
transformed a top-down 2D cops 
vs. bad guys franchise into the 
biggest sensation in videogaming. 
At the heart of this success was 
Rockstar North (then known as 
ОМА) successfully orchestrating 
the “sandbox” or "open world" 
gameplay style. GTA III's mind- 
blowing execution and transition 
to glorious 3D transformed the 
franchise and with it, videogames 
as a whole. 

It also awakened more publish- 
ers and developers to the fact 
that the PS2 wasn't just selling 
to the hardcore gaming market 
but seemingly reached the fabled 
land of mainstream awareness. 
The many imitators discovered 
that open-world game design was 
expensive, ambitious, and difficult 
to get right. Lest we forget, GTA 
1175 success also ushered in a 
new level of development produc- 
tion costs that helped lead to the 
$10 increase in retail cost to this 
generation of games. 

Finally, GTA IlI fueled intense 
debate about sexual content and 
violence in videogames. Just.a 
few years later, Grand Theft Auto: 
San Anareas' Hot Coffee fiasco 
threw even more fuel on the fire, 
inciting reactionary anti-gaming 
characters like disgraced former 
attorney Jack Thompson. Inspir- 
ing social, political, and artistic 
debate, is GTA III really “just” 
agame? 


WHAT 
INFLUENCED 
GTA Ш? 


Grand Theft Auto one and Il, 
Body Harvest 

The first two Grand Theft Auto 

games introduced a top-down 
perspective to a vast city and 

delivered essentially the same 

themes as GTA //—gang warfare, 

саг jackings, a variety of on-foot 

and vehicle-based missions, and 

-a healthy dose of violence. Body 
Harvest, in many ways, was a 3D | 
precursor to GTA Ill. ; | 


Ico 


r: SCEA 
Team Ico 
te: September 24, 2001 





| HOW IT WAS INFLUENTIAL: 
| Created over the course of four 
|. years and originally designed 
|. for the first PlayStation, Fumito 
-- Ueda's Ico resonated with. 
designers, artists, film direc- 


_ tors, philosophers, and gamers ' 


| worldwide, and became a cult 

|. hit even though its sales never 

| surpassed one million units. 
Designed along with Nintendo’s 

| Kenji Kaido (of Zelda: Ocarina 

| of Time, Majora's Mask, and 








The Wind Waker fame), Ueda's 
adventure begins with a simple 
premise, “boy meets girl,” but 
quickly evolves into a surreal 
adventure filled with many 








ethereal silent moments, a bizarre 
fictitious language, and a HUD- 

_ less environment that makes you 
think, feel, and reflect in ways 
previous games never managed. 


PITT ethereal (ar d dis- | 


| tinctly French) style has been 


admired and acclaimed, but 
never ES 


WHAT 
INFLUENCED 
ICO? 


Another World, Lemmings, 
Flashback, the original 
Prince of Persia 

In several interviews after /co's 
release, Fumito Ueda cited 
Delphine's PC adventure | 
Another World (Out of this World 
in the U.S.) as his primary 
inspiration, while also noting 
that Lemmings, Flashback, and 
the original Prince of Persia 
influenced gameplay and 
animation methods. 





GOD OF WAR 


r: SCE Santa Monica Studios 


HOW IT WAS INFLUENTIAL: 
Given the current swell of excite- 
ment over every nugget of new 
detail about God of War III, it's 
intriguing that the original GoW 
arrived with a surprisingly low 
level of hype. However, the fiery 
eruption of respect, amaze- 
ment, and awe that followed was 
instant and lasting. God of War 
was widely embraced because of 
its original storyline, exquisitely 
handled mechanics, imaginative 
use of Greek mythology, and its 
powerfully heroic atmosphere. 

It was as if Conan the Barbarian 
was fused at the hip with Odys- 
seus, The Odyssey's warrior king, 
the result manifesting in Kratos, 
one of the most impressive bad- 
asses in videogame history. 

An expertly handled sex scene, 
successful experimentation with 
the PlayStation 2's analog con- 
trols, an impressive weapon-pro- 
gression system, fluid platforming 
elements, and the introduction of 
quick-time events (QTEs)— 
sequential button prompts you 
mimic to progress in combat — 
combined into an action-packed, 
adult-themed experience. 

QTEs have become a staple in 
the genre despite initial concerns 
that the “railed” gameplay meth- 
od removed a player's free-form 
interactivity with the game world. 
But create moments of massive 
scale and “wow factor” and gam- 
ers are happy to be hand-held 
through the experience. 


SCE Santa Monica Studios 
created one of the PS2's 
greatest games deep into 
the console's lifecycle and 
spawned a vibrant new 
franchise. 
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WHAT 
INFLUENCED 
GOD OF WAR? 


Devil May Cry, Onimusha: 
Warlords, Devil May Cry, 
Prince of Persia: The Sands 
of Time, Clash of the Titans 
(movie) 

God of War designer David Jaffe 
has stated in many interviews he's 
always loved Greek myths. Jaffe 
said he was especially influenced by 
Ray Harryhausen movies, such as 
the stop-motion movie, Clash of the 
Titans, a mash-up of Greek myths, 
and Jason and the Argonauts, 











Harmonix surely 
took one 586 at 

















` Rock 
Revolution | 








Hannah Montana 
Music Jam 











HOW IT WAS INFLUENTIAL: 
The current vogue music genre 
can trace its roots back to 1997 
with Sony’s PaRappa the Rapper 
PSone game, along with music 
genre-innovator Konami's string 
of Bemani-branded games for 
dancing (Dance Dance Revolu- 
tion), singing (Karaoke Revolu- 
tion), drums (Beat Mania), and 
guitar (Guitar Freaks). But when 
the revolution truly arrived, the 
Japanese publishers were put up 
against the wall by RedOctane/ 
Harmonix and Guitar Hero. 
Guitar Hero truly has driven a 
revolution. It has set new sales 
records: it broke sales barriers 
in January 2008 when Activi- 
Sion announced the Guitar Hero 
franchise surpassed $1 billion in 
North American sales in just 26 
months. It has even infused the 
record industry with a new means 
of marketing and imagining their 
products, introducing new and 
existing acts to an expanded 
audience with the likes of Metal- 
lica, Aerosmith, and Van Halen 
starring in their own games. 


tember 2009 


Сийаг Егеакѕ Amplitude 
GUITAR HERO 











Rock 
Band 





Scratch DJ | 








DJ Hero 














Crucially, Guitar Hero tapped 
into the pulse of mainstream cul- 
ture, often mentioned by young 
movie stars as their videogame 
of choice. But they aren't the only 
ones. Rice University has cited 
Guitar Hero as a way to teach sci- 
ence, and rehabilitation therapists 
from the William Randolph Hearst 
Burn Center at NewYork-Pres- 
byterian Hospital/Weill Cornell 
Medical Center are using the 
Wii-enabled Guitar Hero controller 
to help burn victims rehabilitate 
damaged limbs. 
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HOW IT WAS INFLUENTIAL: 
During the zenith of racing fans' 
love affair with Gran Turismo and 


| mad them mothe 
star of the show, 






Gamers always debate r was _ 
etar Daytonan AME а! you 


racing games _ 
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DEVIL 


MAY CRY 


Capcom 
Capcom Production Studio 4 
October 17, 2001 


HOW IT WAS INFLUENTIAL: 
Devil May Cry fused the 
actions and techniques 
formerly employed in fighting 
and roleplaying games into а 
new combat experience. Lead 
character Dante could juggle 
multiple enemies in the air for 
combination points using both 
a gun and a sword. Most action 
games have since borrowed 
these techniques including God 
of War, Ninja Gaiden, and the 
upcoming Dante's Inferno. 
Perhaps equally important 
was the light RPG elements 


+ Studio'4 coined tt 
term “Stylish Comba 
a term which (sadly). 


incorporated into the weapon pro- 
gression system. Dante wielded 

a sword and a gauntlet, both of 
which were upgradeable through 
a menu system that worked like a 
Store. You could experiment and 
customize your weapons to fight 
specific enemies, based on their 
distinct attack styles, earning orbs 





Pi] 


all the while. While similar menu 
systems were used in Onimusha: 
Warlords, the level of customiza- 
tion and the orb-based currency 
system— which enabled gamers 
to earn more upgrades with 
increasingly difficult and "stylish" 
attacks — made Devil May Cry a 
terrific, refreshing challenge. 


WHAT 
INFLUENCED 
DEVIL MAY 
CRY? 


Resident Evil, Onimusha: 
Warlords 

Perhaps it was the Spanish 
wine? The Capcom development 
team’s initial trip to Spain, as 

it searched for visual source 
materials for Resident Evil 4, also 
became the inspiration for Devil 
May Cry according to director 
Hideki Kamiya. As a result, part 
of the RE4 development team 
was split off to form the basis of 
the DMC team. 

Also, during bug testing of 
Onimusha it was discovered that 
a body thrown into the air would 
stay elevated, allowing the tester 
to jump up to repeatedly pummel 
it. This bug turned out to be fun 
and strangely addictive, and a 
decisive gameplay element was 
“discovered” and implemented 
as Devil May Cry's new combo 
mechanic. 


PRINCE OF PERSIA: THE SANDS OF TIME 


Ubisoft 


HOW IT WAS INFLUENTIAL: 
Ubisoft Montreal's endeavor 
remains one of the few revitaliza- 
tions of classic 2D games that 
has successfully transitioned to 
the 3D world; as such, Sands of 
Time sits shoulder to shoulder 
with such greats as Super Mario 
64, The Legend of Zelda: Ocarina 
of Time, Grand Theft Auto Ill, and 
Metal Gear Solid. But like Ico, 
Prince of Persia: The Sands of 
Time has influenced dozens of 
games by means of its excep- 
tional animation, artwork, and 
production values. 

If you want to get down to bare 
bones, just about every platformer, 
action game, or adventure game 
featuring climbing, shimmying, 
jumping, hanging, and especially 
wall-running, owes a great deal to 
Sands of Time. Ubisoft Montreal 
may not have invented these 


YOUR TAKE? 

We've linked good and indifferent, 
weird and wonderful, and crafted 
genealogies, relationships, and 
contributions where maybe some 
didn't exist, where maybe we're 


overstepping the mark, where 
maybe we're missing an influencing 
contribution entirely. What do you 
think? Tell us at POTM letters 
futureus.com and put Family Tree in 
the subject line. 


Ubisoft Montreal 





mechanics, but the team did per- 
fect them. Sands of Time's finely 
tuned character mechanics were a 
developmental breakthrough. The 
character animations portrayed a 
gorgeous athleticism that was pre- 
viously unseen. In many regards, 
Sands of Time so fluidly blended 
action, adventure, and platform 
elements—all of which were 
essentially distinct genres at the 
time—that the game was nearly 
impossible to classify, giving way 
to the modern day action game. 


November 6, 2003 





GAMES IT INFLUENCED 


Prince of Persia 


God of Маг 


Max Payne 
Tomb Raider: Assassin’s 
Legends Сгееа 


Uncharted 2: 
Among Thieves 








Don’t mess with the 
Prince! He doesn’t 
just run up walls; 
he reverses time. 


WHAT 
INFLUENCED 
POP: SOT? 


1,001 Arabian Nights (book), 
Adventure, the original 
Prince of Persia, Max Payne 
In many ways, the original 1989 
Jordan Mechner Prince of Persia 
was the granddaddy of the modern 
adventure game, which technically 
should be called the modern 
“action-adventure” game. What 
influenced Mechner? None other 
than the original 1,001 Arabian 
Nights, a collection of Persian/ 
Arabian/Indian/Egyptian folk. 

tales comprised of stories such 

as Sinbad, Ali Baba and the Forty 
Thieves, Aladdin, The Talking Bird, 
The Fisherman and the Genie, 

and more. 
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Prepare to make your PS3 experience go supersonic 


re you getting everything you should But if you've merely equipped yourself for the 

from your PlayStation 3? With the PS3 visuals, you're only getting half the experience 

being the most advanced console you should. For the complete, immersive 
system on the market, you've probably gaming and home theater experience you've 
already hooked it up to a 1080p-capable been missing, look no further than these five 
high definition TV to take advantage of its budget-minded sound solutions. Decisions... 


Blu-ray-fueled video and gaming capabilities. ^ decisions... BY ROGER BURCHILL 


Sony HT-CT100 Sound Bar Home Theater System 


$299.99 | www.sonystyle.com 


absent even on some of its higher-priced competitors. By utilizing Digital Signal Processing technology 

the system does a credible job of simulating surround sound with only a speaker bar and subwoofer. An 
amplifier is integrated into the subwoofer and comes preprogrammed with sound fields for easy setting opti- 
mization for music, movies, and games. Support for HDMI, Optical, and Coax cables offers a surprising level 
of connection versatility at this price point and the PS3 specific mentions in the instructions are a nice touch. 
Despite packing a full-function remote, the system's entry-level roots begin to show in the limited-range of 
adjustability if you want to start fine-tuning the sound settings. Still, the HT-CT100 offers a simple and satisfy- 
ing sound upgrade that you'll have up and running within 20 minutes. 


T he HT-CT100 is Sony's entry-level home theater system, but it sports a number of features that are 


The HT-CT100's The LED display panel in conjunction with the included 


+ Sound Bar has the + remote control unit adds a level of precision and 
smallest footprint of the convenience to setting changes. 
systems in our round up 
and connects directly to 
the subwoofer to 
receive its audio signal 
and power. 


m Since the amplifier resides within the subwoofer, the cables 
from the TV, PS3, and the sound bar all have to run to its 
back panel, which limits placement options for the subwoofer. 


. The petite size of 
the sound bar 
does have an impact on 
the midrange, resulting 
in sound that's not as 
full and lush than some 
other units here. 
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ог а full 5.1 surround system, 
Е МЕНТИ Sony HT-SS360 5.1 Channel Home Theater System 
just enough value into its slen- 
der package to make it worth serious 
consideration for PS3 gamers and 
Blu-ray movie viewers. The four 
surround speakers are all fairly small 
and identical, and provide great mid- + i j 
level sounds on all your movies and system. And the color-c 
the games we tested. The bigger, Р я РНИ ES AER EEA puas RR Бы t 
bulkier subwoofer handles pretty -i P k yo dur t а d ti exi m x ent needing analog с ia tors 1 
much all the bass for the system, i Я 
and didn’t sound quite up to the task 
in the more crazy gaming situations, 
like the chaotic scenes in Call of 
Duty: World at War, when explo- 
sions erupt all around, alongside the 
shouting and deathly screams. 
Setup is straightforward, helped 
by Sony’s inclusion of its color- 
coded proprietary plugs into the 
receiver, but this also limits your 
flexibility to change to other speaker | 
sets throughout its lifespan. Still, the | 
three HDMI inputs are really appreci- , | 
ated at this price point to connect Y T ү i DS Iv fo 
your HDTV, PS3, and any other одна УУФ ў Eu | 
| 
| 


$348.88 | www.sonystyle.com 
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devices. The Bravia Sync technology | 
also set up the ideal sound settings = 
for our small room with a single 
button press. 











SONY SONY 2 





Some games have to be heard to believed. The following titles will show-off the full capabilities of your newly upgraded sound system 
and leave your friends deaf and dumbstruck. 





Music Games Survival Horror Combat 
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Polk Audio SurroundBar SDA Instant Home Theater 
$499.95 | www.polkaudio.com 


Like the Boston Acoustic system, the Polk utilizes a RCA wire 
to connect the TV and sound bar. The signal isn't as "pure" as 
an HDMI or Optical connection, but we hardly noticed. 


Boston Acoustic TVee Model 2 


5399.99 | www.bostonacoustics.com 


" There's no fancy surround sound to be had 
here, but the Model 2's sound quality makes 
you sit up and take notice. RCA outputs make for 
simple straightforward connection with little 
discernible degradation in sound quality. 


+ The compact 
subwoofer is 
surprisingly boomy 
for its size, but 
tweaking the 
prominence of the 
bass range is 
easily done via the 
sub's volume 
control knob. 


A separate power unit means that there's a 
second wire running from your sound bar in 
addition to your audio connection to the TV. 








ern RS SS NER RISE em 
We're Glacier Caramel 
nitpicking, Now this is more like ESE Om y 

but it’s not exactly it! For those who " 

the coolest looking consider style to be Chili E | Chocolate 

subwoofer we've just as important as  —————— 

ever seen and it is sound, the TVee Model 

a tad plasticky... 2 is available in either ae Onyx Rose 

Maybe we should black or white casing 

have gotten it in finishes and with eight Pearl Silver 

white... optional grill colors. ^ TERS 


Yamaha RX-V565 7.1 Channel Home Theater Receiver 


$479.95 | www.yamaha.com 
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Klipsch HD Theater 300 
5.1 Channel Speaker System 
$399.99 | www.klipsch.com 


Subwoofer placement is a key element of properly 
setting up a sound system, but many gamers lack 
the knowledge, experience, and equipment to do 
the job right. Here’s a simple rule-of-thumb method 
to determine the best location for your subwoofer. 





ow about this for full 
disclosure from the 
get go? The Yamaha/ 


Klipsch set up undoubtedly 
produced the highest quality, 
most impactful, and loud- 
est sound experience here. 
But with a 630 watt Yamaha 
receiver driving a dedicated 
set of Klipsch 5.1 Channel 
speakers at a combined cost 
of approximately $880, you're 
starting to talk real money, so 
you expect an eardrum blow- 
ing level of performance. But 
there is a trade-off for such 
ground shaking sonic power: 
set-up time and installation 
complexity. Even discounting 
the time and cost of track- 
ing down the non-included 
speaker wire and subwoofer 
cable needed to connect the 
system, the Yamaha/Klipsch 
combo took a good hour 
longer to set up with no con- 
sideration for neatness and 
aesthetics. If you want to go 
the whole nine yards of wall 
installation for the speak- 

ers and hiding the wiring, 

be prepared to sacrifice a 
better part of a Saturday. The 
effort will be worth it, but be 
forewarned: your neighbors 
are going to hate you. 














GET ON THE INSIDE 
Immerse yourself in the personalities and — 
back-stories behind your favorite characters. 


_ DEEPER COMICS COVERAGE — 
Get one-stop access to the hottest stories _ 
from all the best comics sites, large & small. 


SHARE, CONNECT, DISCUSS _ 
Expand your knowledge and make friends 
in a community of comics fanatics like you. 


COMICSBLIPS.COM 
COMMUNITY -DRIVEN INSIGHTS NEWS AND RUMORS. 


ith the subject line "September Ratings" to РТОМ LettersGfutureus.com. 


lated. Send your answers 


r Rating scale and explain how they're 


y the three photos from 


that correc! 


ik from Rob's de: 


RATINGS 


ЖЖЖЖ Ж 


А дате so amazing, the entire РТОМ 
Staff recommends it. A must buy! 


Not quite a timeless classic, but one of 
the finest of its breed. 


ЖЖЖ Ж 


A finely crafted, thoroughly enjoyable 
experience. Worth your time and money. 


A strong game. We noticed some flaws, 
but there's more to like than loathe. 


If the topic/license/style is your thing, 
there's enough to keep you entertained. 


An equal blend of sweet and sour. 
Discerning gamers can find better. 


A smattering of entertainment hidden 
amongst an abundance of flaws. 


“Argh!” will be the self-created sound- 
track of this game. No thank you. 


We played it so you don't have to. Now 
you owe us cookies. 


Hey, it comes in a free plastic box! Wee! 
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Prototype p. 74 


—— 
Fight Night Round 4 | Рэз Augos 5 


Wolverine | PS3 | July 09 
Patapon 2 | PSP | June 09 


ЖЖЖЖ 
ЖЖЖ Ж 


MLB 09: The Show | PS3 | Мау 09 002020] 
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Meet the experts delivering your buying advice 


Neither the most influential nor the best, but the PTOM crew reveal their favorite PS2 games. 


ROB SMITH 
EDITOR-IN-CHIEF 


Rob’s day job prevented him from playing 
the bulk of the PS2's extensive catalog 
during its heyday, but it was Metal Gear Solid 
4 that got him to go back and play MGS3: 
Subsistence. Sure the game is a bit tough on 
his old eyes, but the gameplay is amazing, 
and he now appreciates what a talented 
team can accomplish on the PS2 console. 
Solid choice, Rob. 


NOW PLAYING: Virtua Tennis 2009, Fight 
Night Round 4, Puzzle Quest Galactrix 


CARLOS RUIZ 
INTERN 


Carlos the Intern chose Onimusha 3 because 
it included Jean Reno. According to Carlos, 
"Even the intro cutscene made him look like 
a badass and the words that pop up, 'Jean 
Reno as Jacques,' make it seems like a film. 
I've liked him as an action star since | saw 
The Professional, so it was a pretty cool to 
see him in Onimusha." 


NOW PLAYING: Street Fighter IV, СТА IV, 
Resident Evil 4 (because it had a 4 in the title.) 


TERESA DUN 
ASSISTANT EDITOR 


Ooh, it's a tough call for Teresa, between 
God of War Il, Okami, and Final Fantasy XII, 
but since her copies of GoW II and FFXII 
were stolen, she picks Okami. Oh wait, the 
PS2 Metal Gear Solid games were great, 
too! But Okami is the only one without a 
sequel out or in the works. So yes, Okami is 
her personal PS2 favorite. C’mon, Capcom, 
Okami 2! Please? 


NOW PLAYING: Monster Hunter Freedom 
Unite, The Last Guy (Trophy patch!), FFVII 


ROGER BURCHILL 
MANAGING EDITOR 


There’s a number of great PS2 games 
Roger could chose from, but he’s going 
with last year's Yakuza 2 as his favorite. His 
reasoning? In a year when his playtime was 
dominated by PS3 titles, Y2 was the one 
PS2 game that kept calling him back. It's 
an overlooked title that everyone should 
play to ensure that ҮЗ comes to the U.S. 


NOW PLAYING: G-Force, Secret Agent. 
Clank, Battlefield 1943 
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KEN BOUSQUET 
ART DIRECTOR 


The entire PTOM staff would have bet big 
money that Ken's favorite PS2 game would be 
FIFA Soccer [insert random year here], but we'd 
all be wrong! Ken insists that his favorite PS2 
game is none other than God of War! OMG. 

is it actually possible that a day will come when 
God of War III will invade the hallowed turf of 
the Now Playing section below?! Kratos is more 
powerful than we ever imagined. 


NOW PLAYING: FIFA Soccer 09 


E 


SCOTT 


‚ BUTTERWORTH 
ASSISTANT EDITOR 


With so many great games to choose from 

and such an extensive personal history with. 
the console, Scott had a tough time picking 

his favorite. So tough, in fact, that he put it off 
until the last possible second (big surprise, eh?) 
When we eventually cornered him and threat- 
ened to make him watch Uwe Boll movies, he 
blurted out, "Metal Gear Solid 3: Snake Eater!" 


NOW PLAYING: Prototype, inFamous, Marvel 
vs. Capcom 2 
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There’s a slight chance you'll 
experience some gore in 
Prototype. But hey, what do 
you expect when the lead 
character is a shape-shifitng 
super weapon who’s out for 
answers and blood 

(in that order)? 





Eviscerate the proletariat 


PS3 PRICE: $59.99 ESRB: Mature PUBLISHER: Activision DEVELOPER: Radical Entertainment 


anhattan just can’t get a 
break. Seems like every 
week, popular fiction runs 


New York's busiest borough through 
some unimaginable new gauntlet 

of hate and misery: giant monsters, 
natural disasters, foreign invasions... 
there’s a catastrophe around every 
corner! And this week, the catastro- 
phe is you. 

You are Alex Mercer: an uncom- 
promising badass who wields his 
incredible superhuman abilities not 
for justice, but for vengeance. You 
aren’t a morally courageous hero but 
the victim of a sinister plot who will 
stop at nothing to obtain the answers 
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you seek—a premise that provides 
a deviously enjoyable albeit flawed 
take on the (arguably overused) 
open-world action game formula. 


Open your eyes 
Following a playable opening 
sequence that sees a fully pow- 
ered-up Mercer drenching Times 
Square in the blood of civilians and 
soldiers alike (hell of a way to start 
a game), you're transported back 
to the beginning...or at least as far 
back as Alex can remember. 

A few weeks prior to the down- 
town massacre, he wakes up on а 
cold slab in a morgue just seconds 








away from an unnecessary autopsy 
with no memory of who he is or how 
he ended up “dead.” After stumbling 
through an escape, he begins to look 
for answers as Manhattan becomes 
increasingly overrun with an overzeal- 
ous military force and an inexplicable 
infection that's quickly converting 
the people of New York into gnarled, 
zombie-like creatures. 

The story is inconsistent (in both 
quality and plot pacing) and the 
cutscenes range from compelling 


Any time you attack the armed 
forces, they'll send a strike t. 
after you. But once yo c 
Whipfi 


to baffling, but unraveling the vast 
conspiracy behind both Mercer's 
powers and New York's violent 
epidemic proves to be just intriguing 
enough to keep you playing. Plus, 
the Web of Intrigue lets you flesh out 
the universe by "consuming" dozens 
of otherwise insignificant NPCs, 
each of which grants you a fractured 
glimpse of some portion of the 
conspiracy. It's as addictive as it is 
sadistic, although not having a way 
to actually track these characters is 
an annoying oversight. 


Paint the town red 
But the real draw here 
isn't who Mercer is, 
but what he can 
do. The develop- 
ers essentially 


created a nigh unstoppable human 
super-weapon, endowed him with 
nearly every conceivable comic 
book power, and turned an entire 
city into his personal killing grounds. 
Needless to say, the results are gory, 
maniacal fun (especially once you've 
managed to unlock and upgrade all 
of his abilities using Evolution Points 
earned by completing missions or 
simply wreaking havoc). 

Mercer's arms transform into all 
manner of awesome kill-things: a 
massive blade, Wolverine-esque 
claws, razor-sharp whips, even 
bulky “hammerfists”...which are 
exactly what they sound like (see 
sidebar). He also packs an arsenal 
of non-superpowered but equally 
devastating moves like an epic 
elbow drop—perfect for instant © 


<The Whipfist 
is an insanely 
devastating and 
incredibly useful 
ability. We could 
Say it’s overly 
powerful, but 
given what the 
game is about, 
we think that’s 
kind of the point. 
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Not only can you pick up 
discarded firearms, you can 
hijack tanks and helicopters. 
It's occasionally useful, but 
Mercer generally prefers to 
work with his hands. 


"Alex wakes up 
on a cold slab 
in a morgue 
just seconds 
away from an 
unnecessary 
autopsy..." 


As you can see, Mercer is 
absolutely bursting with 
potential. Unfortunately, 

you must unlock his powers 
before you can enjoy them. 
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tank destruction —and a human can- 
nonball attack that can easily knock 
a chopper out of the sky. Of course, 
he could also just pick up the tank 
and throw it at the chopper. That 
would work too. 

Mercer's talents extend beyond 
mere wanton destruction, though: he 
can sprint up the sides of buildings, 
survive massive drops unharmed, 
and parkour over any obstacle 
(though you have no control over 
that...it just looks cool). He's also 
able to glide through the air, which— 
when combined with the air-dash 
upgrades — makes moving about the 
city tremendously fun. 

More importantly, Mercer can 
“consume” any human in the 
game—a gruesome process by 
which he physically absorbs his vic- 
tims into his genetic code. Not only 
does this replenish a small amount 
of health, it allows him to absorb his 
victims’ knowledge and to adopt 
the physical appearance of the last 
person he consumed. Need to know 
how to fly a helicopter? Absorb a 
pilot. Need to sneak into a base? 
Find a commander. This inspired 
tool (and its associated upgrades) 
add a legitimate stealth element that 
serves as a welcome counterpoint to 
Prototype’s relentless action. 

The incredible power and 
immense diversity of Mercer's 
abilities is absolutely stunning, and 
because of that, eviscerating Man- 
hattan’s masses as they cower in 
awe feels exceptionally gratifying. 


Here comes trouble 
Unfortunately, Prototype suffers 
from a number of flaws that are sure 
to hinder your enjoyment of all your 
powers. The controls, for instance, 
lack precision. When you’re attempt- 
ing to negotiate a precarious piece 
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As you upgrade 
your powers, you 


eventually unlock 
screen-clearing 
attacks called 
“Devastators.” 


of the environment, the controls will 
occasionally betray you and send 
you hurtling off the top of a building, 
or worse, into a cluster of enemies. 
The targeting system can also make 
your life difficult since it automati- 
cally locks on to the most dangerous 
enemy rather than the closest. 

Your powers can also feel some- 
what wasted on your pathetic foes. 
There's almost no diversity in the 
bad guys you face, and the majority 
are helpless fodder. The game often 
resorts to throwing everything it can 
at you just to give you a challenge... 
but it usually just feels unfair and a 
few of the boss battles are thumb- 
numbingly tedious because of this. 

And honestly, the city itself is 
pretty boring. You'll have a chance 
to explore and take on brazenly 
generic challenge missions inbe- 
tween the story missions, but why 
bother? There's nothing creative or 
fun about the world outside of the 
story. In fact, even the story mis- 
sions are mostly videogame clichés: 
Oh, we suddenly can't use our pow- 
ers for three missions? Awesome! 
Goofing around in Prototype can be 
incredibly fun (if you can call maim- 
ing thousands of people “goofing 
around"), but it doesn't take long for 
it to start to feel more like a choré. 

Finally, the game lacks that vague 
but essential quality known as pol- 
ish. The visuals are unimpressive, 
the Al is inconsistent, and we expe- 
rienced quite a bit of slow motion 
that may have actually been drops in 
the frame rate. 

With a little more development time, 
Prototype could have been a truly 
exceptional game, but even without 
perfect controls or jaw-dropping visu- 
als, it offers a terrifically evil time 
for action game fans. Scott Butterworth 





By consuming people, 
Mercer can replenish his health and 
impersonate important people...like 
military commanders. You can upgrade 
to Stealth Consume for a little bit of 
extra sneakiness. 


Take the heat off by blaming 
someone else. Target the “patsy” and 
then accuse them of being Mercer. This 
is also upgradeable, so you can blame 
someone from a distance. 


Though it limits your 
mobility, you can significantly improve 
Mercer's defenses by adopting the 
armor power, which, appropriately, 
looks like a hellish suit of armor. 


Steal the right 
identity and you can order in artillery 
strikes. At first you can only launch a 
single attack, but as you consume more 
commanders, you'll be able to unleash 
multiple successive strikes. 


Mercer can access 
new senses to spot infected people in 
the city, who offer more health when 
consumed. He can also gain Heat 
Vision, which is handy later in the game 
when New York is burning and clouded 
in smoke. 


Boost Mercer's 
strength by spending Evolution Points. 
He'll be able to pick up larger objects 
and throw them with more force, 
creating greater splash-damage. 


The blades feel clumsy 
at first as they slow Mercer down 
slightly, but once upgraded, you can 
deliver some hugely damaging combos. 


Mercer can fire Spider- 
Man-style webbing. When fully 
leveled-up, he can use this ability to pull 
himself up to, and subsequently, hijack 
helicopters. 


Turns Mercer’s hands 
into giant fists that add extra damage to 
basic punches and area affects. When 
upgraded, he can pull off more powerful 
elbow drops and launch himself like a 
Slingshot. 


The first ability you unlock, the 
Claws earn you extra damage without 
costing you mobility. These are the 
do-it-all weapons of choice. 
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Middle-earth meets middle-of-the-road 


PS3 PRICE: $59.99 ESRB: Teen PUBLISHER: Codemasters DEVELOPER: Triumph 


fantasy-parody adventure 
that’s equal parts silly 
and sadistic, Overlord 


Il follows a bright-eyed evildoer 
from his humble beginnings as 
a bullied kid to his blossoming 
into an all-powerful ruler with 
crushing dominion over the land. 
As the Overlord, as far as you're 
concerned, evil is the only way 
to be, and the only question is 
how evil. Those who are normally 
adverse to making evil choices in 
games should have no problem 
settling in here though, because 
no matter how sinister the action 
is, it's presented in such a silly, 
over-the-top manner that it's 
impossible to feel guilty (even 
when your first mission involves 
clubbing doe-eyed baby seals). 
With your four types of color- 
coded minions and arsenal of 
Spells, you set off on various 
quests to further your megalo- 
maniacal aspirations, which often 
involve capturing towns and re- 
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sources and beating people (and 
elves, gnomes, and anyone else 
that happens to be in your way) 
into submission. Your minions do 
most of the dirty work for you, and 
you can issue basic commands 
to specific minion groups, like 
directing them to attack a target 
or moving them around in forma- 
tion using the Right-analog stick 
(which also controls the camera— 
a source of frustration at times). 
When you're on a roll, causing 
chaos and destruction while 
tightening your grip on the realm, 
Overlord Il bursts with indulgently 
evil goodness. Sadly, these 
moments are often too few and 
far between because of vague 
mission objectives coupled with 
poor level design. Simply put, 
you get stuck a lot. Sometimes a 
reset of the level is all it takes to 
trigger whatever event is needed 
to get through to a new area that 
for some reason didn't trigger 
the first time. Most of the time 


Your tower has 
various areas where «| 
` yol ean upgrade 
everything from your 

equipment, spells, 

=+ minions, and even 
your mistresses’ 
décor. The sense 

of Scale is cool, but 
trudging around to 
each area is tedious. 


For the approximately one- 
percent who care, Overlord II 
contains several run-of-the-mill 
multiplayer maps, both versus 
and co-op, with splitscreen 
and online options. 
though, the problem is simply a 
frustrating disconnect between 
generally knowing what you’re 
supposed to do (e.g. find a way 
to get to location “x”) and how to 
actually make it happen. 
Add a constant wrestling 
match with the camera system, 
sub-par Al, a finicky targeting 
system, frame-rate issues, and 
pervasive, distracting pop-in 
(often with objects that are very 
close to you) and you have a 
bouquet of annoyances that 
aren't completely crippl but 
often detract from the experi- 
ence. Although it pokes fun at 
the ridiculousness of the fantasy 
genre, Overlord Il offers the most 
enjoyment for those of us who 
take the genre most seriously. 
If don't know your Grey Elves 
from your High Elves though, its 
many flaws probably outweigh 
its heavily referential charm. 
Carolyn Gudmundson 
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EA takes its game to the people 


PS3 PRICE: ESRB: PUBLISHER: 


t's taken longer than anyone imagined, but 

EA has finally joined the Web 2.0 revolu- 

tion. This year's collegiate pigskin edition is 
packed with a cafeteria lunch line of customiz- 
able online features and play functions that 
demonstrate EA is finally getting serious about 
this whole crazy Web thing. 

Here's the good news: Nearly all of the 
game's modes are online in some way. Boot 
up a browser and build your own college with 
TeamBuilder. Create the stadium, logo, uni- 
forms, name, location, mascot, and post them 
online, or download other players' teams, 
and utilize them in the Play Now and Dynasty 
Modes. It's definitely more fluff than gameplay, 
but the website is functional and slick, and 
college fans are likely to eat this up. | named 
my team the State Beach Crabs! Anyway... 

Season Showdown is EA's way of bringing 
social gaming to the sport. You build credits 
by competing online and offline (vs. the CPU) 
to earn your way to a new online national 
championship. Hedge your bets on allies 
and rivals with votes. And practice things like 
sportsmanship — by taking a knee when you're 
up by a significant amount—or actual in-game 
skills through user pickoffs, catches, and 


DEVELOPER: 


forced fumbles. Does this massive new feature 
enhance core gameplay? No. Does it encour- 
age competition and a social atmosphere 
around the game? Yes. 

For those who couldn't care less about frills, 
Dynasty mode is online, it's solid, and it's what 
gamers have been asking for. In a nifty move, 
you can import up to 12 TeamBuilder teams 
into your Dynasty. Hardcore gamers rejoice! 

Now the bad news: Despite new anima- 
tions, new moves, and features, this year's 
model plays a lot like last year's game, with 
very subtle, often ineffective changes. The 
running game is still far too dominant: With 
most teams you can just run the ball down 
opponents' throats. The new defensive 
lock-on feature is neat, but limited: you can't 
switch players, and you're left out of most 
plays. And EA just couldn't help itself, turning 
last year's Road to Glory into this year's Erin 
Andrew's Road to Glory—a fluffy, sexy touch. 
Problems pepper this mode, though, from a 
frustrating interface to being recruited into 
a great school as a second or third stringer, 
which essentially means sitting around a lot 
and not playing. And that isn't the college 
experience anyone wants. Douglas C. Perry 
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à N Teen 
All the top male and female pros are featured 
in Virtua Tennis 2009, including some secret 
unlockable players. 


Advanced Pong 


PS3 E: $49.99 
1 SEGA 


Everyone 
Sumo Digital 






























If you’re a seasoned pro of the Virtua 
Tennis series, the latest tweaks don’t 
necessarily add enough layers to warrant 
an upgrade. Most notable is the new view 
angle that places the camera closer to 
eye level. “Realistic” maybe, but awkward 
for depth perception. A full roster of top 
tennis talent—Rafa, Feds, etc.—is pres- 
ent, and building your own career follows 
the usual course of training 

but very slow tournament progression. 
It's all too easy in the early going, but four 
easy “dings” in the first 10 minutes might 
intrigue Trophy whores. Online match- 
ups were easy to find but lag seemed to 
cause the ball to sit up, waiting to be hit 
by opponents. Two-player or doubles is 
fun on the same PS3, though, and the on- 
court mechanic is solid enough for you to 
consider this if you haven't hit the courts 
in a few seasons. Rob Smi 


TfNanovc o NETT 
Hantuchova” 1 [15] 


Down low, the camera angle takes some 
getting used to. 


On the hardest of the five difficulty levels the 
top pros NEVER miss! 
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Easy now...put down the rat poison 


PS3 PRICE: $49.99 ESRB: Everyone 10+ PUBLISHER: Disney Int. DEVELOPER: Eurocom Ent. 


ovie license. Guinea 
pigs. Check that—secret 
agent guinea pigs...with 


snappy one-liners and attitude. If 
that doesn’t equate to the unholy 
triumvirate of gaming doom, | 
don’t know what does. And yet, 
G-Force is surprising 

Not surprisingly brilliant or 
surprisingly innovative or surpris- 
ingly challenging, but surprisingly 
well executed. The gameplay mix 


Thermal Imaging Headgear 


Electro-Whip 
weapons system 


Mini Maglite: $9.99 — 


no. 
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of corridor-based shooter and 
stealth infiltration utilizing furry 
critters is amazingly competent 
with solid controls and a weap- 
ons/items upgrade $cheme that 
encourages scavenging each 
area's nooks and crannies. Envi- 
ronmental puzzles even make it 
feel like you're actually performing 
some spy-like activities instead of 
just blasting your furry way from 
point A to B. 


Protective Eyewear with lime 
green tint: safe and stylish. 


arth Vader-esque 
trol panel with no 
iscernible function 


Attacks by multiple enemies can 
get quite intense, but judicious 
use of the Electro-Whip provides 
some breathing room. 


The graphics too are a step 
above expectations, 
especially the guinea 
pigs and their char- 
acter animations that 
are eerily life-like and 
oddly compelling. In 
fact, | admit it: | want- 
ed to hate the damn 
rodents, but there’s 
something intrinsi- 
cally fun about armed 
guinea pigs and mak- 
ing them scurry about 
while offing electrical 
appliances gone crazy! 
| don't understand it...I 
don't want to understand it, but 
it kept me involved much longer 
than anticipated, and it certainly 
won't have a problem transfixing 
a kid (the film and game's obvious 
demographic.) Like the movie, the 
G-Force game sports an optional 
ЗО experience. Two pairs of 3D 
specs come in the game box and 
while the effect doesn't revolu- 
tionize gameplay, it does hold 
some novelty appeal. Once you're 
over the "neato" factor, simply 
uncheck the 3D box in the display 
menu to revert to the standard 
graphics mode. 

Where G-Force does fall short 
is in level variety. The meat of 
the game centers on infiltrat- 
ing corporate-themed industrial 
complexes and the range of envi- 
ronments is limited to generic 
offices, boardrooms, computer 
stations, and unremarkable lab 
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Coming to a theater 
near you... 
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Opens: July 24 
Studio: Walt Disney Pictures 


Considering the number of '70s and '80s 
animated TV series that have made or are 
making the leap to the big screen, it's not 
too surprising that our initial reaction upon 
hearing about the G-Force film was, "Really, 
they're making a Battle of the Planets 
movie?" So imagine our surprise when 

we clicked on a preview trailer to discover 
that this G-Force is about a team of guinea 
pigs trained in the latest espionage arts. 
“WTF?!” basically sums up our reaction, 
but thanks to its blend of kid-friendly spy 
action and cutting-edge 3D presentation 

we have the sneaking feeling that Disney is 
about to show us once again why they make 
gadzillions of dollars and we don't. 


Scanning enemies and items can reveal important 
information, but be sure to initiate your scan prior 
to combat. 


or production facilities. A few rail 
shooter-type segments break up 
the gameplay, but there's never a 
significant change in scenery, so 
get used to the idea of investi- 
gating а lot of air ducts—but it 
sort of makes sense as that's 
where you'd figure secret agent 
guinea pigs would spend most of 
their time. 

Face it, there's not a hardcore 
gamer amongst you who'd go 
out and pick up G-Force for your 
primetime gaming pleasure. 
You're going to pick it up or rent it 
because your kid, little bro' or sis, 
saw the movie and wants to play 
the game. The nice surprise is 
that it's entertaining and polished 
enough that you're not gonna 
need to swill that rat poison you 
were initially planning on feeding 
to the guinea pigs. ^ Roger Burchill 
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Ratchet's been framed! Your mission, should 


30 
you choose to accept it, is to clear his name. * 


You only live twice 


PS2 $19.99 
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A year after infiltrating the PSP, Secret 
Agent Clank sets its sights on the PS2. 
Equipped with graphics upgrades like 
improved textures, lighting, and effects, 
Clank does sport a freshened and 
massaged look, but never quite shakes 
the impression of being a blown-up 
PSP game. The gameplay is still an 





You could get lost in this one... 


Monsters flee across the map, so you mark 
them with a paintball and chase them. When 
you get cold in the mountains or need a health 


PSP PRICE: ESRB: 
PUBLISHER: DEVELOPER: 


he Monster Hunter franchise is so hot 

in Japan that the latest release sold 

three million copies in just over a year. 
So why hasn't the Monster Hunter phenom- 
enon caught fire on our side of the Pacific? 

After diving into Monster Hunter Freedom 
Unite, | understand why. Three reasons: a slow 
start, a steep difficulty curve, and so much 
depth you could drown in it. Play this action- 
RPG for five hours, and you get through the 
tutorial. Play it for 10, and you merely scratch 
the surface of the weapons, crafting system, 
and plethora of items. Play it for 20, and you're 
hooked. You'll eat up the other 500+ hours 
waiting for you—ignoring some real flaws that 
will seemingly become insignificant (hardcore 
fans would argue "beneficial") —like chunky 
camera controls ("You're sup- 
posed to use your index finger 
on the D-pad while moving with 
the analog nub, you nub!") and 
the lack of a lock-on system ("It's a 
easier to hack off individual mon- Wit 
ster parts that way!”) 

The premise is simple: You 
hunt monsters (ya think?). Mis- 
sions usually take, at minimum, 
30 minutes, so during hunts you 
have to use your wits to survive. 


"Status Atk 


probability 
i with 


potion you gather herbs or go fishing or catch 
bugs, and craft potions to drink. The longer 
you hunt, the hungrier you get, so you take 
out your BBQ spit and roast some meat (a 
timing mini-game). And on it goes! Hunt with 
three friends in ad hoc multiplayer (the way the 
game's really meant to be played), and once 
you're sucked in, you're in. 

MHFU is an expansion pack that features 
new monsters, missions, and equipment (the 
full Monster Hunter Freedom 2 game is also 
included), but the biggest difference is the 
addition of a Felyne partner to help you in 
single-player battles, making the game much 
more accessible. It's the best Monster Hunter 
game yet. Teresa Dun 
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entertaining and challenging mix of 


stealth and platform action-adventure 
elements, but the incorporation of the 


PS2 controller’s second analog stick to 


handle camera view duties is a major 


improvement over the PSP version’s 


shoulder-button-based system. If you 


haven't played Secret Agent Clank 


before, these small but significant 


tweaks make the PS2 version the one to 
pick. But this Agent's worst kept secret 
and best attribute is its price—half that 


of the PSP game— which means PS2 
owners should be lining up to sign-on 


for this mission. 


Clank looks positively stylin’ 
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his tuxedo and 
with his fancy new flame effects. 
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Uncharted 


sent Carlos on point, and he returned with m 


Boosters are loadout benefits 
you don’t need to earn, and 
you can select a combination 
that matches your play style. 
You choose them by going to 
your profile (Square button). 


POINT AND SHOOT » Increase Pistol 
blindfire accuracy 

FROM THE HIP * Increase Long Gun 
blindfire accuracy 

SURE SHOT e Better accuracy when 
aiming Pistol 

DOWN THE IRONS • Better accu- 
racy when aiming Long Gun 


BANDOLEER • Carry more ammo 
SCAVENGER • Get more ammo from 
each pick up 

KEEP FIRING * More bullets in 

each clip 


82 | September 2009 





Get a couple of friends and give 
the co-op mode a shot. It sets a 
very cool bar for the final game. 
e Find cover and reload constantly. 

e It’s best to play with three players, as 
the level gets increasingly harder. 


* Characters include Drake, newcomer 
Chloe, and Sully. 


| «Enemies drop treasure! 


e There are only two situations where 
you use both characters: when you have 
to climb to the second floor of the house 
in the second section, and when you set 
the bookcase up against the bus. Other 
than that, Drake moves all the bookcases 
by himself. 


* When the heavily armored enemies start 
to appear, try to shoot off their helmets. 


As soon as you get over the first wall there 
is building on the left you can enter, In a 
dark corner is the Desert 5 handgun that 
can kill normal enemies with one bullet 
and heavily armored ones with two or three 
shots. It only holds eight bullets, however. 


e Іпа section after you run across a 

bus, have somebody stay near the bus. 
Enemies will approach, providing the 
opportunity to get in five melee attacks to 
earn the PUNCH OUT award (or just shoot 
them and watch how funny they look as 
they flop to the ground.) 

e In the same section with the bus there 
is a wall next to the truck with a blue 
drainpipe, climb the drainpipe to the top 
to snag a FAL weapon. 


* When you need to blow up a wall with 
a rocket launcher, you have to take the 
weapon from an enemy. 


$ When you pass the blown wall be cautious, 
as enemies will drop from the ceiling and 
attack from the other side of the street. 
These enemies have riot shields and the 
ability to choke your buddies. If a friend is 
choking they cannot escape by themselves. 


e You cannot punch an enemy that's 
choking your friend! You can only shoot! 


You'll get the LET’'EM GO reward if you 
shoot an enemy that's choking your friend. 








CARLOS THE INTERN 
HIDES AMONG THIEVES 


With excitement about Uncharted 2: Among Thieves mounting after its E3 showcase had most 
of us grasping for new superlatives, we couldn’t wait to dive in to the multiplayer test levels. We 





Vote for which mode and map 
you want to play in the lobby. 
We prefer Plunder right now. 


There are only two maps: The Plaza 
and The Village. 

All the players waiting can vote on 
which map and mode to play. 

e The FAL and the AK-47 are the most 
abundant weapons; all the other types 
need to be scavenged, 

The lack of ammo for the Handgun 
explains why it isn't used much. 

e To taunt, hold X. 

• Take the machine gun (long) booster. 
e \f a grenade explodes close to you it 
will cause your ears to ring! 

e If one of your own teammates kills 
you often, a screen will pop up asking 
if you want to "Forgive Them" or “Kick 
Them Out." 

• In the Plaza, a helicopter flies across 
the map, peppering the battlefield with 
hot lead. 

In both the village and plaza, it might rain! 
Unlike in Cooperative mode where 
you can close in on a target and melee 
attack using classic moves like the 
dropkick and a kick to the groin, in 
Competitive mode NEVER run towards 
someone that's shooting at you, even 
if they're close. Use melee if you can 
get the drop on an unaware enemy, 
but remember the adage, don't bring a 
knife (or your fists) to a gunfight. 


Mah o 
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s, tips, and tactics straight from the front lines. 
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Just like capture the flag, 
except the flag is a heavy 
chunk of treasure. To cap- 
ture the treasure you have to 
pick it up and carry it back 
to your base. But you can 
still shoot while holding the 
treasure. 

The Plaza map is a bit 
harder because the chest 
you deposit the treasure in 
is on the second floor. An 
effective tactic is to pick up 
the treasure and throw it, 
far into your territory or to a 
friend. This eats up a lot of 
ground and keeps it farther 
away from the enemy. 














Carlos the Intern just back from 
his excursion hungry and exhausted. 


The Riot shield is on the first floor. 
Be sure to grab the micro SMG first. 


Find the powerful Desert 5 handgun 
on top of the washing machine. 


| The portable gatling gun rests 
ona ledge and the M4 is on the 
|. second floor. 


Grab the M79 machine gun 
atthe bottom of the stairs. 
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You can never, EVER, 
have too many grenades. 
Know their locations. 






Can you earn all the Rewards? 

Levelling up is achieved by DOUBLE DOWN • Kill two people at OTHER APPARENTLY TREASURE HUNTER • Collect five 

earning money with kills ai the same time (or close enough) OBTAINABLE REWARDS: pieces of treasure 

this fun stuff... STREAK e Kill five people. BIG BRAWLS • Melee five enemies BIG BANG • Kill an enemy with a 
д | DROP IT Kill an enemy taking the COMMANDO v Get five Machine Tocket launcher 

BBQ e Kill someone with a propane tank treasure gun kills MEDIC • Revive five friends 

ASSISTANT • Deathmatch: Help CAPTURED e Plunder: Get a treasure TRIPLED • Get three kills at once 

somebody kill an enemy. Plunder: Help back to your base CONNECT FOUR • Get four kills at CO-OP REWARDS: 

somebody capture the treasure BIG BRAWLS « Pull or kick somebody once LET'EM GO » Kill an enemy that's 

AFTERLIFE e Kill somebody after offaledge FURY e Kill- 10 enemies in a row choking a friend 

you've been killed FISTICUFFS • Punch two people. RAGE * Kill 15 enemies in a row PUNCH OUT * Melee five enemies 

GUNSLINGER • Kill enough people with RAMPAGE • Kill 20 enemies in a row. 

the handgun 
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Good people 
Still human... 


Kind of a jerk, actually 


L i k 
By Paul Ryan 


o matter how much you 
enjoy a game, nothing 
can ruin your online expe- 


rience like the seething masses 
of the Internet. Ultimately, when 
you play online, you're at the 
mercy of your fellow gamers, 
and as you may be aware, not 
everyone is as pleasant as your 
typical PTOM reader. With this 
in mind, we set out to rate some 
of our favorite multiplayer games 
according to the character of 
their typical players in an effort 
to separate the virtual utopias 
from the insular bastions of hate, 
anarchy, and not showering. It 
was a dangerous mission, but 
somebody had to do it. 


(©) Terrific specimen of humanity 


OMG, what a douche bag! 


With Friends 
hese... 


Resident Evil players are gener- 
ally very helpful, but more 
importantly, they realize that both 
players must be present in order 
to open many of the doors in the 
game—a clever design decision 
that may be responsible for cre- 
ating one of the friendliest co-op 
communities out of all the games 
we played. Our partners 
accepted us even though we 
tried one of the most irksome 
co-op tactics we could think of: 
starting a new character. 

Player: You have no guns? 

PTOM: / have no guns...uh, this is the 

first time I've played. 










Player: You haven't played before? 
PTOM: / haven't played before. 
Player: Have you played the demo? 
РТОМ: No, / never played the demo. 
Player: / will protect you. 

Sure, it took our partner a few 
tries to understand that we'd joined 
a game without any weapons 
(frankly, it didn't make sense to us 
either), but we still became fast 
friends. We were careful to offer our 
thanks for his stalwart protection 
and gameplay tips, which helped 
earn RES a 5 out of 5 rating. 

PTOM: Thanks! 

Player: You can actually say that. 
РТОМ: ...thanks? 

Player: Hold down Circle button and 
then hit right on the D-pad. That's it. 
Chris Redfield: Thanks. 









Resistance 2 casts you as one 
of three classes who must work 
together as a squad to take on 
hordes of Al-controlled Chimera. 
With teamwork being the crux 
of any successful campaign, we 
expected to encounter some 
grizzled groups of players, so we 
put our best foot forward to let 
them know we take Resistance 
seriously. 
PTOM: Hi, guys. Just want to say that 
I'm glad to be a part of the team. I've 
been doing a lot of practicing lately 
and I'm going to give it my all. | don't 
expect it to be easy or for all of us to 
come back alive, but if we all stick 





together, watch each other's backs and 
keep our heads cool, | might rank up. 
The team: ... 

When our pep talk elicited no 
response, we switched to Special 
Ops—the class responsible for 
distributing ammo —and tossed 
all of our supplies to a single 
medic for the next 20 minutes. 
Still, nobody grabbed a headset 
to yell at us. But we eventually 
found this guy: 

Unidentified female voice: Charlie, 
stop playing. Listen to me, I'm serious. 
[Muffled noises from the microphone.] 
Stop playing right now! 

Player 1: /'m sorry. It's my mom. 
PTOM: Do you have to stop playing? 
Player 1: No, it's OK, she left. 

PTOM: OK, great. 

[Player 1 quits the game] 

There you have it. Despite the 
complex goals at stake and the 
serious cooperation required, 
Resistance 2 players don't talk 
because their mothers won't let 
them. We have to lower the score 
because nobody would speak 
with us...but we understand why. 
Moms are tough. 


Killzone 2 

Mode: Warzone 

Rating: 

We jumped right into a full 
32-player game, eager to ask 
our teammates if they have any 
tips for the duck calls we'd been 
working on. It turns out that using 
15 of your very closest team- 
mates as critics doesn't work 
when most of them are too busy 
with each other to notice your 


sultry squawking. 
PTOM: Quack! 
[We get shot by our own teammate] 
Teammate 1: Get out of here dude 
[speaking to Teammate 3] 
Teammate 2: Dude [also speaking to 
Teammate 3] 
Teammate 1: Dude, dude. Dude! 
Teammate 2: You want to get kicked 
again? 
PTOM: Quack! 
Teammate 3: Sorry, | can't tell who I’m 
supposed to shoot when I look at them. 
Teammate 1: You don't need to look at 
them, dude. Yo, yo, yo, when you put 
the aimer on them it turns red. That's 
how you know. 
Teammate 3: Nah, it's not red. The 
thingy turned orange. 
PTOM: (Quack) 

While thinking about why our 


Killzone 2's Warzone mode cycles 
through multiple match types in a 
single round, so your objective is 
always changing. 


third teammate doesn't just shoot 
when his targeting reticule turns 
orange, someone killed us. Then 
we got teabagged, so we had 

to knock a point off Killzone 2's 
rating. It's a good competitive 
community, but it can be hard 
to communicate with so many 
people clogging up communica- 
tions with inane comments. Or, 
you know, quacking. 





Call of Duty: 

World at War 

Mode: Team Deathmatch 
Rating: 

World at War has one of the 
largest communities paired with 
the most frantic gameplay, so it's 
tough to nail anyone down for 
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Soldiers in Resistance 2 can 
stand toe-to-toe with towering 
Chimera, but rely on the Special 
Ops class for their ammo supply. 


“Рт sorry. It's my 
mom.” 


PTOM: Do you have 
to stop playing? 


“No, it’s OK, she 
left.” 




















much of a conversation. We did 
overhear a few interesting gems, 
though. Like when we tried to 
offer words of encouragement 
after a loss... 

PTOM: Arright guys, let's try a little 

harder this time. 

Teammate 1: You all suck 

PTOM: OK then. 

We also met guys like this: 
Player: You know what | love doing? 
Finding a guy who's already down 
and—you ever used a shotgun? You 
just go right up to them and blast 
them. It goes like all over, boom! 












A typical CoD: World at War 
game is anonymous enough that 
you get the occasional oddball 
just trying to get a reaction from 
you (see the above example), but 
most people keep to themselves. 
It might have been nice to have 
people a bit more willing to work 
together, but that's what your 
real-life friends are for. 


r YS 
For Street Fighter IV, we turned 

all the lights down to recreate the 
poorly lit, sweaty arcades that 
home consoles were created to 
replace. Then we warmed up our 
voices and prepared to taunt our 
arcade opponents from thousands 
of mile away. Our first couple 
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encounters were surprisingly 
unresponsive (and we lost), so we 
switched to a friendlier approach. 
PTOM: Hey, how are you? 
The Internet: ... 
PTOM: Ever played this game before? 
The Internet: ... 
РТОМ: Yeah, me neither... well, that's 
cool. 


The Internet: ... 

[We lose 11 matches in a row] 

РТОМ: Alright then, I'll see you later. 
The Internet: ... 

[Player has sent you a friend invitation] 
РТОМ: ... what?! 

They get a point for the friend 
request, but Street Fighter IV is 
still missing that key chat element 
we were looking for: headsets. 
We spent quite a few hours shuf- 
fling from match to match and 
couldn't find anyone to berate 
after a super-combo finish, let 
alone berate us, which doesn't 
make us feel any better. 





Fed up with fighting for attention, 
we logged into Home, where we 
don't have to try to get noticed 
because we created a female 
avatar. These conversations were 
typed, rather than spoken. 

Da Real Deal 74: wat up 

PTOM: just hanging out 

Da Real Deal 74: can / add и? 

Da Real Deal 74: is it a problem 

2u? 

PTOM: No, go ahead. Thanks for 

asking 

Da_Real_Deal_74: where you from? 

PTOM: California 

Da Real Deal 74: cool I’m from 

Chicago 

Da Real Deal 74: 15 a dope 

environment 

PTOM: What's the dopest part? 

Da Real Deal 74: hangout spots 

n***** got so many things to do 

around here 

At this point Da_Real_Deal_74 

sent a message to our inbox that 
simply said, “finally another black 
person.” We pondered what 
prompted this presumptuous 
assumption as another new 





friend joined the conversation. 
DaeDae89: yo she yo gf? 
Da Real Deal 74: naw | was checkin 
her out LOL 
DaeDae89: o 
DaeDae89: she kool 

Wow, what a friendly commu- 
nity. The only drawback is that 
we couldn't shake the feeling we 
were talking to our creepy neigh- 
bor who only wears sweatpants 
and smells like tuna fish. 

The next day, we found this 
friendship-affirming message in 
our inbox: 

Da Real Deal 74: hey got a pic? 
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Every month PlayStation: 
The Official Magazine delivers: 


First look previews of the biggest games 


Interviews with the senior executives 
and game designers shaping the future 
of PlayStation 


Very latest news on downloads and games 
available on the PlayStation Network 


Reserve Your Issue Today! 


Your #1 source for PlayStation 
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You'll get full value 
for your money. 


PlayStation Network Games E 


n the price 


No legs, no fun, 


nd add-ons for less t 


Downloadahle 


of a rubbi 


Marvel vs. 
Capcom 2 


PRICE: $14.89 DEVELOPER: Foundation 8 


uj If you missed Marvel vs. 
Capcom 2 when it rocked 
arcades in the year 2000 (or when 
it was ported to the Dreamcast 
later that year and re-released on 
PS2 in 2002), try to imagine the 
most awesome parts of Japanese 
culture simultaneously punching 
you in the face...and liking it. It's 
bright, chaotic, and ridiculously 
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e say yea or nay 


over-the-top, and as such, it's a 
total blast to play. 

With fast-paced, combo-happy 
fighting, oversized projectile 
attacks, and screen-filling Hyper 
Combos, the gameplay is not only 
flashy but satisfying, especially 
for buttonmashers. The simpli- 
fied four-button controls makes 
it easy to execute even the most 
insane moves, but there's also 
enough substance beneath the 
style to allow experienced players 
to dominate—the hallmark of any 


well-designed fighting game. 

The game requires a surprising 
amount of strategy thanks to its 
three-on-three format. You can 
summon your teammates at any 
time for a quick assisted-attack or 
you can swap characters entirely, 
allowing your injured fighters to 
recover a small amount of health. 
And with a stunning 56-character 
roster (which includes the likes 
of Jill Valentine, Mega Man, and 
Wolverine), your options for te: 
selection strategies are practically 
limitless. 

This particular edition of Marvel 
vs. Capcom 2 is a direct port of 
the Dreamcast code, but Capcom 
has added comprehensive online 
multiplayer, a few graphics filters, 
and a helpful “About the Game" 
text tutorial. The makeover isn't 
nearly as comprehensive as the 
one enjoyed by Super Street 
Fighter Il Turbo HD Remix (which 
is arguably a slightly better pur- 
chase), but this game is still well 
worth playing. Scott Butterworth 

Game characters fighting comic book 


racters fighting... It's all just so 
ridiculously...Japanese! But great. 
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no value. 


GAMBIT 


Without MvC2, how 
would disparate 
people like Felica and 
Colossus ever meet, 
mingle, and y'know, 
just hang out? 


DEVELOPER: 


| If you don’t know 
how Bomberman 

plays, where the heck have 
you been the past couple 
decades? It’s so simple— 
chuck bombs оп а gridded 
board and try to trap 
enemies in the crossfire— 
yet so addictive, with its 
multiplayer emphasis. This 
version of the game features 
14 stages, almost a dozen 
different game modes (our 
pick: Zombie, which has you 
competing to “paint” the 
grid with your bombs), and 
unlockable costumes. 
Though to be honest, the 
outfit choices aren't a real 
draw—you can run around 
as an angel or a pirate, but 
uh, why? Buy it for the 
classic gamplay, and battle 
locally (up to four players) or 
online (up to eight). 








You enter battle as one of three 
class types: infantry, scout, and 
rifleman, each with a special 
weapon or skill (like a bazooka 
for taking out tanks or sniper rifle 
for sitting in a nest and picking 
off enemies). You can jump into 
any vehicle, from jeeps to tanks 
to planes, and man static guns 
and air defense artillery. You 


initial PC release so that this 
jump to PSN showcases only the 
well-trodden, well-executed 
maps and gameplay types. 
Guadalcanal, Iwo Jima, and 
Wake Island are the three maps 
available in the initial release, on 
which you'll battle as the U.S. or 
Imperial Japanese Navy for 
control of key command posts. 


know, it's like Warhawk, but in 
World War Il. 

The battles rage around com- 
mand posts that you must cap- 
ture and hold, and the maps are 
expertly designed to create great 
balance and flow. They're not 
too large, so with a full comple- 
ment of 24 players (12 per side) it 
won't take long to find an enemy. 


Battlefield 1943 


PRICE: $14.38 DEVELOPER: DICE 


World War Il is not over for 

gamers despite other 
franchises going modern. EA's 
DICE studio has perfected the 
team-based multiplayer combat 
formula over years, refining its 














Dig Dug—if you 
didn't recognize it! 


Five classic games for $9.99? 
Plus Trophy support, lead- 
erboards, and unlockable 
PlayStation Home rewards 
(including playable arcade 
stands to place in your apart- 
ment)? Namco sure knows how 
to bundle a package. What's 
that's you say? We haven't 
told you which games will be 
included? Well here they are. 





In our playtest shortly before release, the servers ran pretty smoothly, though we noticed a few delays 
between pulling the trigger on the bazooka and the rocket arriving at its target. 


You earn points for your team 
for kills and for achieving map 
objectives, with special events 
like calling in air attacks adding 
to your arsenal. The pick-up-and- 
play action is easy enough for 
beginners, but like all games of 
this ilk, it helps if you're playing 
alongside (or against) real friends. 
Rob Smith 





Eat your heart out, arcade 
fans. (Play trial versions of 
these games and unlock other 
rewards in the new Namco 
Home space.) 
э Pac-Man 
» Galaga 
» Dig Dug 
» Dragon Spirit 
э Xevious 
э Xevious: Resurrection 
(a brand new, re-imagined, 
HD version of Xevious) 








Trash Panic 


PRICE: $4.99 
DEVELOPER: SONY JAPAN STUDIO 


m= | A Tetris-style puzzle 

game about destroy- 
ing the world's garbage isn't 
going to save the earth, sorry. 
But like attempting to solve the 
real world's eco-problems, Trash 
Panic is unintuitive, tedious, and 
at times, frustratingly tough. 
Sure, the graphics are shiny and 
you experience some genuinely 
satisfying moments—a perfectly 
timed explosion that burns up 
all your trash right before the bin 
overflows, for example—but we 
found the overall gameplay too 
repetitive to be enjoyable. 

Teresa Dun 
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Droplitz 
PRICE: $3.38 DEVELOPER: BLITZ ARCADE 


вә | Hi-def graphics add 
sparkle to this otherwise 
ordinary puzzler. Guide drops of 
liquid to safety by rotating pieces 
on a board—the more compli- 
cated and interconnected your 
paths, the better. It's a fun game, 
with several similar modes and a 
sprinkling of easy trophies, but at 
$9.99, it's on the pricey side. 
Teresa Dun 
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PSN REVIEWS 


Dı DON'T bring a 
knife to a Hitler fight. 


Wolfenstein 3D 


PRICE: $4.99 DEVELOPER: 10 SOFTWARE 


This is unfair. Painfully unfair. Each 
letter | type gets more painful as it 
forms the sentence | am compelled to write. 
Wolfenstein 3D, the classic id Software 
shooter that helped start the first-person 
shooter revolution <must...pause...> just 
doesn't hold up very well. Okay, it's out there, 
breathe...relax. 

The remake now available for download on 
the PlayStation Network is impressively faithful 
to the original PC game. It has a save-any- 
where mechanic, authentic graphics, and the 
stylized, memorable, guttural yells of the Nazi 
soldiers stumbling across escaped hero B.J. 
Blazkowicz — *gushtoffel," “himmel” or so they 


Though you have an 
old-school number of 
lives, if you die, reload 
а save to ensure you 
keep all your weapons. 


September 200 





phonetically sound. But the square shapes of 
the corridors and rooms, the occasionally non- 
sensical level design, and eventual tedium of 
rubbing against every inch of wall in search of 
the secret rooms makes me sad | took this trip 
down memory lane. Personally, as a fully paid 
up id fanboy, Wolf 3D was one of the greats 
that got me into gaming on my 386 SX33 PC. 
But the nostalgia trip was over by the time 

I'd finished the first of Castle Wolfenstein’s 
seven levels. It's surprisingly challenging, too, 
despite a very tight control scheme that works 
wonderfully on the PS3 controller. 

So it falls in a weird place. Intriguing, but 
likely disappointing to gaming veterans and 
newbies alike. But it is only $4.99. And you do 
get to kill Hitler. Maybe it's worth it just to say 
you've seen the early stages of first-person 
Shooter creation. Rob Smith 
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Heavy Weapon: 
Atomic Tank 


PRICE: $8.88 DEVELOPER; POPCAP 


Of course a tank scooting through a 
stage called "Tankylvania" would have 
an atomic missile strapped on its back. In this 
side-scrolling shooter, the point is to blast jets, 
missiles, zeppelins, and even giant apes into 
scrap metal fireworks (and barbequed monkey 
meat), and what better way to do that than 
with the mother of all bombs, the nuke? As 
you progress through the 19 levels of the 
moderately humorous campaign, you can also 
tack other weapons onto your tank (the 
Homing Missile is especially helpful); even so, 
success requires quick, twitchy reflexes. If 
that's not you, you won't get past the first half 
dozen campaign stages or last long in survival 
mode—let alone unlock the bonus Boss Blitz 
mode. Throwing other players (up to four total, 
either local or online) into the mix creates a 
few minutes of fun mayhem, but if you're not a 
schmup pro, be warned: you might never even 
reach the game's halfway point. 


Teresa Dun 

























fter 15 years dominance as ап 

NFL defensive lineman, Michael 

Strahan is branching out from 
his latest gig as an analyst on Fox 
NFL Sunday into a starring role in 
his own sitcom. Brothers debuts 
this fall and will be available 
for download through the 
PlayStation Store. We chat- 
ted with Strahan about the 
project as he was preparing 
for the upcoming football 
season with his NFL show 
team in Montana. 





MS: [Laughs] Wow, | need to be Seinfeld. | never thought 
of it like that. | hope we get to some of that kind of success, 
that would be great. 


It wasn’t necessarily written for me, but it started as an extension of 
myself and [co-star] Daryl “Chill” Mitchell, an extension of our lives. 
With Chill now in a wheelchair [the result of a 2001 motorcycle 
accident] the show covers that, what that’s like, and our lives. 





“l will look for you, 
I will find you, and 

I will kill you... 
Anakin.” 






Before we approached the network 1 had a relationship with Chill, 
so we've been in it together from the beginning. As for everyone 
else, we were asked who we liked, and when CCH came up it was 
a bit of a surprise because you're so used to seeing her in dramatic 
roles...but it shouldn't have been a surprise because she's great 

in whatever she does. And Carl Weathers was the perfect fit for 
playing my father who's losing it a bit. The way the mother is con- 
trolling, well, my mother's not quite like that, but my dad has been 
losing it forever [laughs]. It does feel like I'm from a different planet 
some times when I’m back home with the family, looking around. 


Yeah, definitely, I'll pull in friends from football and other actors | 
know, and people from baseball and basketball. I'll be calling in quite 


a few favors to get people in to check it out and rus a good time. д0 2 1 0 VAD) S DOWN LO VAND) S 


* Taken : e Deadliest Warrior 
Oh, if | got an Emmy... Ooh, and an Oscar too, let's throw that in, • The Curious Case of i Season 1 
that would be incredible... | can't even start imaging that. But I'd Benjamin Button : © Terminator Salvation: 
prepare like 1 did for the Super Bowl, to just go out with no expec- * The Uninvited : The Machinima Series 
tations and have a good time with it. * Twilight :  Season1 
e Family Guy Season 7 : * Heroes Season 3 
Photo Credit: Sony Pictures Television / Patrick Ecclesine * UFC Fights Season 1 i e Fanboys 
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Letters Feedback, Insight, Haterade, and Dog Pee 


Number of hours spent 
in meetings this issue 


Number of doodles 
Scott drew during these 
meetings 


Number of items Rob 
threw at Scott for 
doodling 


“One day when my 
wife was dusting, she 
noticed my PS3 was 
wet, so she lifted it 
up, revealing a large 
puddle of urine. My 
PS3 had been doused 
in dog pee!” >> 


SNAAAAKE!!! 
| just learned from an annoy- 
ing Xbox-owning person that 
there will be a Metal Gear Solid 
releasing for the Xbox 360. | 
did not believe him at first, so 
| went home and searched the 
Interwebs for this so called Metal 
Gear Solid: Rising. As soon as 
1 saw the headline on Konami's 
website, my heart stopped. | 
completely flipped out and broke 
a lamp (by accident). | cannot 
believe that Konami is going to 
do this. The PlayStation gave 
birth to this awesome, pwning 
saga of a game, and now they are 
just going to betray us like that. 
Not to mention the fact that now 
we will get even more crap from 
people that have the 360. The 
game has not even been released 
and people | know are asking me, 
“What games aren't for the Xbox 
now?” | mean come on. Really?! 
Matt Solari, via email 





PS PEE 

Hey there PTOM, do | have 
an unusual story for you! 
My wife and | have two 
housedogs: a Chihua- 

| hua named Buddy 

| and a Chihuahua/Pug 
named Roscoe (who 

we recently adopted). 
With a new dog in the 
house, | could tell Buddy 
was getting very jealous. 
He hated Roscoe. | figured 
they'd become friendly in 

no time, but instead, Buddy 
began to retaliate and started 





We like Metal Gear Solid too, 
Matt, but if you're breaking 
lamps and throwing around 
words like “betray,” you might 
want to take a deep breath and 
reprioritize a little. Konami is a 
company, and companies exist 
for exactly one reason: to make 
money. Sad, but true. This isn’t 
a matter of loyalty; it’s just 
business. And if it makes you 
feel any better, MGS: Rising is 
also coming to the PS3, and 
it’s been reported that Hideo 
Kojima will actually be focusing 
most of his attention on the 
PSP-exclusive MGS: Peace 
Walker (see page 16). 


УО] LETTER OF THE MONTH 






doing things he knows not to do...like marking his ter- 
ritory in our house. My wife—being the OCD cleaning 

| freak she is—was wigging out. So we punished Buddy 
and for a time everything calmed down...or so we 
thought. Until one day when my wife was dusting, she 
noticed my PS3 was wet, so she lifted it up, revealing 
a large puddle of urine. My PS3 had been doused in 


dog pee! That’s when | started wigging out. But to my 
surprise, my PS3 was unharmed and worked fine! As 
the weeks went by, the dogs got over their differences 
and have begun playing with one another. My wife, 

me, and the PS3 can relax now. My praise to Sony for 
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XBOT CONFESSIONAL 
l just received the July issue of 
PTOM in the mail today, and | 
immediately flipped to the back 
like | always do. | couldn’t help 
but laugh at the letter from 
“UpgradeCade” because 
another one of his letters got 
published in a certain other 
magazine, praising them for not 
acting like fanboys and not say- 
ing bad things about other con- 
soles. | don’t own a PS3, PSP, or 
PS2; | own an Xbox 360. | love 
my 360 and wouldn't trade it for 
anything in the world. | just find 
the whole “Xbot” thing extremely 
humorous. It doesn’t bother me 
in the least, which makes me 
wonder why it bothers other 
Xbox 360 owners so much. 

Bob, via email 
Wait, you don’t even own a Play- 
Station console?! Proving what 
an awesome mag PTOM is if you 
still subscribe. Good job us! 


making such a durable product that can even 
withstand the effects of dog pee. 


Jesse, via email 


That's simultaneously disgusting and 
awesome, and needless to say, we're 
glad your PS3 survived. But how did you 
punish Buddy? Did you make him play 
Leisure Suit Larry: Box Office Bust? 

























What do you think PTOM would 
look like if you switched back- 
space with the X key? i мош 
| would writeWW tu\ype like 
this.\ THIS <<<,</\\\. HAHAHA!! 
Mikey, via email 





I've been a gamer since | was little, 
playing Super Mario Bros. with my 
dad on the NES. Well, | just recent- 
ly sat my dear о!' dad down and 
we watched a video on YouTube— 
specifically the Assassin's Creed 2 
ЕЗ trailer—and | asked my dad, “Is 
this real or a videogame?" His jaw 
dropped; he was in awe that it took 
him until halfway through the trailer 
to realize that this is what gaming 
has become. Truly memorable and 
stunning. Thank you! 

Justin, via email 
Um, we had nothing to with the 
Assassin's Creed 2 trailer being 


awesome, but you're welcome! 









HIC VAY BERY 
| was downloading a Resident 
Evil 5 wallpaper and noticed that 
it was around one MB in size. 
For some reason, it struck some- 
thing into my head. | looked 
back at my older downloads 

and saw that the Street Fighter 
costume packs | paid around 
$20 for (each of the five costume 
packs was $3.99) were around 
100 to 200 KB in size. WHAT IN 
THE &#$@ING HELL CAPCOM?! 
HOW IS YOUR HD WALLPAPER 
OVER A MB BUT A “COSTUME 
PACK” IS LESS THAN A QUAR- 
TER MB?! | read before about 
DLC that nickel-and-dime gam- 
ers for “unlock codes” for con- 
tent that’s already on the game 
disc. First they screw us over 

by making us pay for content 
the game comes with, then also 
JUST SO HAPPEN to release all 
the costumes on separate days 


in individual packs. All I've got 
to say is @#$% YOU CAPCOM! 
| &A#ING LOVE YOUR GAMES, 
BUT %$^& YOU, YOU CHEAP 
$#!@ING @&%HOLES!! 
Brian, via email 

Wow, OK, deep breathe Brian. 

rst of all, no one is making you 
buy anything. The costumes 
have absolutely no imp: 














hortly af 
ter IV came out, Capcom 
Mode 













pion: 





k—which z 





were already on the disc, but 


that's why you have to I 






















Please please please persuade 
Sony to announce it's next line- 
up of Greatest Hits! It seems 
like it's taking forever! Assas- 
sin's Creed and Fight Night 
Round 3 were great and, above 
all, affordable! $29.99 is the 
Sweet spot for me, and there are 
plenty of older games that got 
overlooked that would attract 
me and other gamers. Here are 
a few examples: Battlefield: Bad 
Company, Hail to the Chimp, 
Resistance 2, Call of Duty 4. 
What do you think, PTOM? 
Dustin., via email 








ENOUG \ 
| was reading your magazine 
looking for the letter | sent last 
month when I noticed one about 
not hating Xbox 360! You should 
talk bad about Xbox more. 
People who say that Xbox is bet- 
ter are either too embarrassed to 
admit they wasted their money 
on the most useless plastic box 
in history or something doesn't 
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Why bother visiting Venice when 





you can just enjoy it virtually...as an 
assassin! Sure beats the real-life 
“educational” guided tour. 





Monkey-see, monkey-do, monkey- 
videogame poo. 









Overheard 
this month in the 
PTOM offices: 


“No, the other E3.” 
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| appreciate it when you really 
Stick it to people who write stupid 
letters. Like the guy who ragged 
on Dante's Inferno in your June 
issue. You made him look dumb 
for 1) being a Negative Nancy 
and 2) being a fake know-it-all. | 
also really enjoyed when you told 
the person off in your July issue 
who complained about the “Bad 
guys you didn’t want to kill” ad. 
Keep up the good work of keep- 
ing people in line. 

Jason Gradwohl, via email 








ISSUE IS 
| was just curious if there was a 
valid reason why the latest issue 
of PTOM is available on the news- 
stands sometimes one to two 
weeks before | receive mine in 
the mail? I figured the people that 
plunked down the subscription 
fee would have first dibs on the 
new issues. 

Eric, Chicago IL 











Is there a way to add more visual 
effects to Life with PlayStation or 
when the PS3 is playing music? 
I'm as big a fan of the planet as 
anyone but enough is enough! 
Joe Oliver, via email 








First of all, | wrote a poem for you 
guys. Here it is: "Roses are red, 
violets are blue, | love PS3, and so 
do you." Second: when will | be 
able to get a PTOM T-shirt? Prefer- 
ably one with Scott's face on 










the back. 
Third: my 
dad hates 
videogames 
and always 
gets mad when 
he comes in the 
house and see's me 
playing my PS3. I don't play it 
all the time and he very rarely 
watches TV (other than NASCAR 
on Sundays), so I’m not stopping 
him from watching anything. What 
can | do to make him not hate vid- 
eogames or make him not get mad 
when he sees me playing them? 
Aaron Wecker, via email 
he lov c 





contact ES) Send your thoughts and comments to PTOM_letters@futureus.com. 
We tried to get some at ЕЗ, but the greedy fanboys got to 'em first. 
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NASCAR stock cars in the 

forthcoming game! Appeal to his 
5, you knov 
Let the Daddy win. 








int And her 






a Pro 





( T TION 
Is PTOM truly associated with 
Sony PlayStation? | ask because 
I'm a bit surprised that you don't 
have a PTOM forum on the Play- 
Station website. The Official Xbox 
mag has a forum on the Xbox site, 
and | know from reading that mag 
that they collect a lot of feedback 
from the forum. It would just make 
sense to put a PTOM forum on the 
PlayStation site. 

MYTOYZZ, via email 
We really work with Sony not for 





Sony, so it's ly surpris- 
ing that we don't have our own 


forum on their site. But we are 





actively working that out with 


S s you read this. 





UM...WHAT? 
Quit bitching about slipped release 
dates for new games. Hey, it hap- 
pens! This is software. You want 
the new product and you want it 
to be perfect, and if it's not, you'll 
SLAM it big time. Perfection takes 
time. If you want it bad, you'll get 
it bad. | learned the hard way to 
never believe a sales or marketing 
agent. When game company XYZ 
says its game will be released xx/ 
XX/xx, you don't actually believe 
them, do you? To hear PTOM, 
you want games released like 
Microsoft: half finished, let the user 
debug for you, and put out daily 
updates that have to be download- 
ed. Get over it and move on. 

Herb Barry, via email 
Wait a minute...when have 
ver complained about a 
game being released later than 
expected? Is this some kind of 
clever game in which you con- 
coct imaginary complaints? Ok, 









le erb, you really need 
to stop leaving your s in the 
middle of the room: 
t take them off and leave them 
by the door. See? We can make 











eriously, 





ju 





up too! 


1, ZOMBI 
How come you guys never really 
talk about yourselves? How do we 
know that you run this maga- 

zine and aren't just bloodthirsty 





Actual 
PTOM staffer. 


zombies who are learning our 

addresses so they can invade our 

homes and eat our children? 
Selena, VA 





to pull off such г 
actually werewolves. 


QUIT CALLING US 
NAMES! 

| was reading your good ol’ 
magazine that | have subscribed 
to for a good two years or so 

now when І noticed all of the last 
names you have. Smith: what kind 
of last name is Smith? That's a 
name you pick when you have to 





make up a last name on the spot! 
Is Smith even your last name, Mr. 
Rob Smith?! And do | even need 
to explain your last name, Ms. 
Teresa Dun? Bousquet: well, 1 
don't even know how to pro- 
nounce this name, so...yeah. Ruiz: 
this is too common of a last name. 
Burchill: this sounds like the name 
of a tree...where the tree 

branches are growing out 

your face. Butterworth: well 

this just makes me hungry 
for some Reese’s peanut butter 
cups or some syrup. Well, that’s 
all | have. Love your magazine and 
just joking with all of you! 

Jacob Blockland, via ата 

more 





Віоскі: ckhe 





are we right? 





A few months ago, | had to do 
a science project about mak- 
ing an extreme environment 
vehicle. Since everyone else was 
drawing their vehicles, | decided, 
"Why don't | do something dif- 
ferent?" Guess what? | used 

LittleBigPlanet to do the project. 
1 made a level about the vehicle 
and presented it to the whole 
class. Everyone was jealous. The 
best part was, | got an A. 

Jensen Tung, via email 

Well doi Je 
cially our h 
to do all our homework. 





sen, you're offi- 
o! But now you have 





More babies! Mare PSPs! 


Reader DJ Neill recently had a kid! He tells us: "My son, at only seven 
months old, is already becoming a PlayStation addict. Here's a picture 
of him playing the new UFC game. Gaming is a hobby that runs very 
strongly through our family." Congrats on the kid, DJ. He's only the third 
baby to appear in PTOM...this is fast becoming a trend. 


E 


See YOUR Letter 
in PTOM! 


We get a lot of letters here at PTOM, 
but unfortunately, not all of them are 
fit to print. However, by simply utiliz- 
ing the following simple tips, you can 
dramatically improve your chances 
of appearing in our pages! So read 
up and then send us your best shot. 
Fame and fortune await! 


DO 

* Beconcise and to the point. 

* Use proper spelling and grammar. 
* Bethoughtful, funny, and unique. 


DON'T 

* Ask for release dates of specific 
games. 

* Explain to us why the PS3 is better 
than the 360. 

* Write to just tell us to put your 
letter in the mag. 





Jensen's "Arctic Raider" AKA 
“Project A.” 


Reader Jesse didn’t have a kid, but he did go to *gasp* Canada. “I went 
to Niagara Falls and Canada recently. Of course | took my PSP along 
and got a few pics. | also visited Canada playing the role of ambassador 
between U.S. gamers and Canadian gamers. There is some hostility 
between the two as you know. | did my best to convince the Canadians 


that we did not hate them. Although they did say AYE a lot.” 
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Dore host Veronica Belmont 


|| AVAILABLE NOW! 
Download on the PlayStation" Network. 
Л 
Nad 


Renaissance Man 
? The action/adventure game that focused 


Ка | " ail uL», on simulated ancestral memories now 
Ж D» | 1 ; shifts locales to Renaissance Italy 


{ А А 
Featuring Assassin's Creed 2, VOIE т. 
Modern Warfare 2, LostPlanet2, а seciaio 
and Battlefield 1943 pecial Ops 


Acclaimed developer Infinity 

Ward returns to the Call of Duty 

franchise with a direct sequel 
эмей 3 to 2007’s smash hit Modern 
Warfare. So how do you make 
one of the most popular games 
of this current generation even 
better? Add snowmobiles, of 
course (No kidding)! 

















соге" 
July 2009 





Hell, (Un)frozen Over 


Ten years after the events of Lost Planet: Extreme Condition, 
the ice and snow have finally melted—but that doesn’t make 


the planet any more hospitable! Capcom shows Veronica how ~ 
players can team up to take down the enormous Akrid. 








Sky, Land, and Sea 


The popular PC franchise is coming to the PlayStation Network 
E s in the form of Battlefield 1943—a fast-paced online shooter 
i 5 with multiple vehicles, 24-player combat, and environmental 
destruction in WWII Pacific theater locales. 


РЕ 


Plus 


Don't forget to look 
fora new mini-game 
in the Qore Arcade as 
well as your very own 
fireworks launcher 

to help celebrate 
Independence Day ina 
safe and sane manner. 








LIFE ON YOUR TERMS. 
IN THE GUARD. 


Get Ahead. Get Free Stuff. SRO. www.GUARDGAMER.com 















Build the life you want for yourself. You can do it, in the National Guard. When 
you serve your country and community part-time in the Guard, you could receive: 
* 100% scholarship for college* 

• $20,000 enlistment bonus 

* Valuable career training 

• Salary and benefits 

• And much more 


As a member of the Guard, you can serve close to home and continue to go to school 
or work full-time. So use your abilities to get the life you want. And if you 

contact us now, you can pick up a free t-shirt, as well as a complimentary copy 

of Prism, the exciting game created exclusively for the Guard. Just go to the URL 
above to get started. 


*Up to $4,500 per fiscal year. 1 Oct - 30 Sept 








BECAUSE BOMB-SNIFFING DOGS DON’T WORK WELL UNDERWATER. 


And it's just one t 
become a prouc 
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Ourgoal TS UO SON с/аѕѕіс MICE дате magazines SO that 
they! аге пой lost permanently: 


People interested in helping out in any capacity, 
please visit 05 а retromags-com. 


No profitis madeifrom ECS SEEMS, nondo we offer anything 
ayailablefrom the publishers themselves: 


Ifyou come across anyone selling releases from 
15 site? ріеаѕе ао по 50ррог them апа CKO E TSOA 


Thank you! 


